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Besdirabung laufbArper itiU, won dieses zuflHig emittelte Symbol 

sich In der ErBebntsstcOung befindet Mil den Mikro* 

Die Erfifidung beziefat sich etif cin mflnzbetJItigtc^ redmer stebeo tuch dSe Bediextttsten in Verbtmbing* 
eineoGewinDia AiusdUstdleiitaSpiel0erilinhm^ duitb deren BeUdgung der Spieler den Spietebliuf zn 
jyfp i} f^\mx%§ kiif^m,dmiEhfi!^€sa^edtrytxim 9 beeiafhttseii wOmch^ SO diB Id bekeimter Wetie eb 
cpiBcheideBdem Ablesefeniteni lugmdneteo Symbo- gegebeneafiUi wied«toltcs Stortea Oder cin voreehh 
lenvenehensUiiBdmhelnemiiAcbemZtt^^ gts Stfllietzen der UmUsfkArper erfolga kua, on 
ntor ausnstattcteti Mikrorediner xor Steueruog des dem Spieler die sevOascbte UoteriultuBg zu bsetcit 
gesemteD SpkUbleuf cs. Ein Spielgerit der eiaganp genimten Art isi aus der 

DerartigemflszbetitigteSpieberlte Bind m den ver- 10 EP 0 142 371 A2 bekannt Des wettereo uigt du DE< 
schiedenstco AusfQbnmgtforiaeo bekannt Sie betttzen OM 1 9 33 352 ein mQiid)eatigtes Splelgerftt mh mehre- 
mo^tt t^rm I JmUiifkflrpcr. die viizen- Oder icheibenfdr* re&kofizeittnscfaeadrehbareQScfaeibe&.dtemh5yinbo- 
mig ausgebOdet seinkOonen. Auf der voa auBea durch leBverwhennsdaufeiaergeoiQasaineaAcittegelagert 
Ablesefenster emiehbaren Obeiflflcbe tragen <fie Uo- sind. Weiteriun offeabart dai DE-OM 1792248 ein 
laufkArper Gcwinasymbole. Die LhnlauflcArper werdea is Spielgerit. bel dem jedes Uanlaufeleaent als eia vor 
ia der RegdiuurfadiuiuierstiQgtsem and aac^^ SymboleD inalaufeoder Pfeil ausg^ildet ist»der wfth- 
Uoilaufk^per sum StjUttaad gekommen smd eatscfaeh read elses Spl^tenfs nadieimuidcr auf versehiedenen 
dct die in do Abtescfenstem endteteeade ^ymbolkoro' Pendonea uater fortlaiifcoder Addienmg der dadureh 
bxnadonaberGcwiim Oder Veriust Dies in aus eiDem aagciagcD Einafaiergebfiisn godttltet werdea kaan, 
an der Ftaatpbtte des SpietgerStes voisenhaBea Ge^ ao «obei du Ergebais b eiae Amdge Qbertragea wird 
winaplaa ciiicfatliGlL BesdauBte gynboDtombinaiibneB SefaDeflUd^ ist der DE 31 01 937 Al els Spielgerftt zu 
fOhreasumehrereosogcnaiiiitattSondeniucleaDanD- enmebmea bd dem die Symbolfekler fest stehend In 
ter dad BIT Erb6hB&g der Gtwinncbancea Spide mit ener Krtisbaha aageordnet usd dureb einen f ortseh&lt- 
erhObter AassabbrngservartunK ba GewianfaS zu se- bares Ucfatpoakt bdeuditbarsiixL 
hea. 29 DerErfiaduagSegtdieAufgabezugnmde^beieiaem 

Es wurdeo bereils vcrtdiiedeoe Mafinahmen getrof- S|Nelgertt der eiagaags gcaanatea Art der SpieUblauf 
f CO. urn einen Spieler lur Beamzung derardger Si^elge- and die GewiaBmagUehkeiten abweduluagsreicber und 
rate aazuregeauadibnaadswlhrend der Spieldauerzu mit grOSerem SpieJanreiz auszugestalten, urn so dea 
unterbaltea und wehere SpieUareIze zu vonhtebi An Uaterfaaltuagsven fOr den Spider zu erbohca 
vielea dieaer Spidgerite dnd Betadgungtorgane fOr jq Diese AufgtbewirderfindungsgemfiBdadurdigelAsi, 
dea Spider aagebraeht, z. a Tasteo, Hebel KaOpfe: deA als wdiere Uadauflcfiiper dne mit uateraddedli- 
Diese BetAdguagsorgane wnten ia der Regal auf dea diea GeadaafelderD betegte» drtbbare Sdidbe adt d- 
Uof der dttzefaiealtailaufkArperebt So kaiu semnasiegegenlBufigttmdBegemdBsaffieDrehadise 
ler ia die Isgt vcnetzt lein, dneo oder nabrere Um* rotiertarcQ Pfdl vafgaseben ist» wobd fOr die Sdieibe 
hnlkOrperdufdiBetlgi^u&geuesBoldie&BeiitigaagB* 35 und den Pfefl die giddie Anzahl voa RaittteOuagea 
orgaas x.R dner Starttaste. ra starter wodurcb dea vorgcseben and, und daB bdm Auftreten einer be- 
Spieler da mOer EiafluB auf das Spidgeschehea gege> stimmten Symbdkombinadon der UniltufkOiper in den 
ben wird Es werden aiub Stopptastea angeordaet, mn Ablesefenstem cfie Sdieibe und der PfeQ in Roution 
dem Spider die MOglicUcdt zu geben, dneo deb dre- setzbar und durcb Beiidgung dner Stopptaste scbein* 
hendenUralaufkOrperanzubaltei^wodurcb dem Spider 40 bar glekfazdtig irintetibir dnd, wonacfa der durch den 
der Eindrudc vemittdt wird, das Spialgaacbabcn uod PfeHauf derSdicibemarlnmeGewinngew&hnwinL 
damit die bdm Spid resultkreade Syn&lkombinadon Durch cSese Ausgesuituag des Spidgerates kann der 
beeittflussea zu kdanen. Spider im Ruhezustand der Scfaeibie; was flberwiegend 

Wdterc Spielanreize steHen Fdder mit Gewinaanzd- der Pall isu kiar edEennea welche zusitzfidien Gewinne 
gedementea dar* iSe bdm EnUbea dnes bcadaunten <s betm Auftreten einer bcsdmaneD SymboQunnbtna- 
Gewlana entspreebead bdeudifet wodan. Zinr ErzSe- don erbahea kann. Tritt nun diese $ymbolkombniadon 
lung dues bfibenn Gtwumi^ faubcaondero bd den Son- tu^ so setzt sicb die Sdieibe is Rotation und gleldizdtig 
denplden. mflsaea vide ^lale dardigefObrt werden. b^^tderPreHinGegean^tuagumzulaufeaHierbd 
Um das Spiel abwedisfamgsreicher zu gestdteui tmd debt der Spider nidit mebr, weteber Gcwinn stcfa m 
RisikospideiariGbtnngeaentwickeltwordecw (Sees dem ss weldterStdlung befindet Der Pfe3 kann dann voa dem 
Spider ermOgiidMS. bd Ridko dnea Vertustes den be- Spider mittels der Stoppuate geddt einer von ihm 
rdtserziehe»Gewinnzuerb:Obea.FemertindSpielge* gewftudrten SteQung angebahen werden. Mit dem 
rate bekanncbddenandna EriiAhuag das enidbarea Stoppen des Pfefles bleibt aucb ^ Sdieibe vtehen. Der 
GewinnsennOgGditwiRiohnedaBdcrSidelerVerluste Pfdl deutet jetzt auf das errdcbte Gewiaafeld der 
erlddeL ss Sdidbe^ und der bdlesemGewfinarddangegebeneGe* 

Bd den beute auf dem Marfct befiadlicfaen moderacn wbu wird onamehr gegebea Danni wird dureb die ni- 
Spidgerftten wird der gesamte Spidablauf einsdifieB- aerhalb cm Spids magiicberwdse ablaufeaden Folge- 
BcfaderGewbmeradtdwguBdGowinaauszabluagddt* ereignisse ua Zusimmrnipid zwfsebea Sdidbe and 
tmnlndk dureb dnen Nfiborccbsar gesteuen^ doa dn Ff dl die Spannung des Spielen stftn^ gestdgen. wo- 
dem jeweiiigea S piri a bUiif e uuHweiT iB idcB Progmmm w durch aucbda*Anreizzum Spid erfaaht wird 
eingegeben IsL Dem MSoPieebncr 1st dn sogenannter In Ausgesudmng der Erfiadnng ist die Drehgesdiwin* 
ZufalligcQerator zugeordnet um eine GcsetEolBlgkdt dlgfceit der krddOrmlgcB Scheibe grOBer ds die Dreh- 
bd der Gewinaennitthiog tufeinaAderfolgender Spiele geKfawincfigkeh des muf die Scfaeibe bia veisenden Pfd- 
auszuschiieBen. so daB jedet Spieleigebali vom Zufall les. Der reUtW langsame Lauf dea Pfeilcs gestattet es, 
abhlngig tsi Der Zufdbgeaerator ermhtdt berdts zu es dea Pfdl durch GeschidtBchkdt auf dem gewOasditen 
Anfang des Beginnes des Umlaufes des eiazelnen Um- PfeOfeU zu stoppen. wflhreod der veitUtnismlfiig 
laufk^ers das ^fmboL das cinea TeB der ddi einstd- sdudle Lauf der Scbdbe ein sdidnbar gldchzdtiges 
lenden SymboOtombinadoa Uldcu und tetzt den Um« Aahalten mit der Sdieibe ennOglichL 
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Oanii der Spieler flber dea gttetilidi vorjegrtwieD iauftOrptf J. 4 4 <fie Ober Y«riim 0(to Gewan Mt- 
in^^iru von Oelitawiimn Uiuai Sondenpiele jcbddende SymbolfcomfMiatioa UnterfcBlb der drei 

SSSSLtosS^tS^ddJdie.itorfBnnig 5 05.ptoy,an5.ebn|*^d«toSot«de»MaBif^^ 
StoeS^adn OewtaiHekJtr der Scheibe osd ^ voriiejeiato Sonte^^ anzdgep. Oberiulb 
SSto«Sieir&&Bd«^ <»wUmtauft0n)erJ;3uod4befii«ieniK*emM0iii«^ 

SendaSllLaeodesrotiertKtenPrenoSondenpiele 

'V^eSr^ZTSLr^htt^^- "dmttne»«adBien»endereiiwtae»Uny.BlM,perZ 
dienundveneMieBfreienUmtonfejdeiKeitaiilBieh Mvormebea . j_ j 

vortSa Weherbitduag des GetcDsanda fa der FioatpUne « liegt ttntrtwtba im Un- 

uS^^^^^^^^sS^^^toia Mhtb«0bei^tederSdabel5i«««kto^^^ 

iSSSl voB eiliem eiB Suitfeld biMeoden uiinittdbw netaBetiwHter^^ °t?^5'^L 

MAemauder die folsendeo Pfeifelder b^ unteneilt Die enaetoen Cen^eWer 16 nnd jew«^i 

teS^SwriS^wSaKgerweijeiilWefbdiurEr. mit «er. Kta, iwaiBlg oto fltaf unit^^ 
Mtou^erltateiil^gd^^ » renSond«npleleDbelegtJWbwewai»dlid 

FMta mindi etaer Tiite bdiebig •» dea Pfellfelder» GewinafcMerlS aiidi mt GeWjewaneo bx » der ge- 

• KBlidl ziiUaii(CB HMmgrenze bciep scut. Em loreii- 

^iTWdure attnktive Auuettatoog det Spieigert- nigfSiiBiscr PfeillmiB 17 nu beteuehtbvta Pfeilfd- 

k«tvondemAuftm«vef3duedeiwSyiiibQlkomWn^^ n hinwdscnde PfctlTddlB «»" 
£n^^VmiM^T^ in den Ablci^eniteni in deo GewfanfeW ISwffcortfle^ d K *e AiixaU to PWtfcl- 

iSSdfeSSdSKSri^ SimuuSaSwumdie5d»dbe Wrotlertfrf PfeUe» 

S£s£&1^i^ l9wWefaabStailf^»*«ende,Pf^^^ Wamge. 
S^aStung der folgendeo PfeilfeMer ^ 

LtfewSKirfdefSchelbeSti^ to 21 eine schrittw^ Am^tonj ^fo^e^^ 

rlSl ^AM^M rwHritmMto to Schfiftg iBar> PfeOfelder 181 wobd stch ^etdnatis die Scfatibe 15 m 

M^Mer BiSTnShr Pfeile der Spider elio be la » tana imtteirte ocboD der AusaUsch^^e 12 bc- 

konrtd«tohdheri««eaeCto^ « jeoden Taste a frd gewfthli wefdea. Mit Hitfe einer 

weSdea Dai weduehde Angebot voo Pfeflca in nebcn der Taite 23 anpbrechictt Su>w^^^ m es 

"ScdUdw Anzabl veiwdSi mflgiiclw deo umtoufeaden Pfe3 W mn^b des PfeO- 

iBuf des Swelaescheheni mit Imereiseiu vcrfolgaw wo- kran«t 17 in einem gewOnschicn PfeOfeU \B ainuhaJ- 

durdi dem Spider eine weseadichc Unterhaituag gebo- tea. wodurdi gleidizeitig die Rouwrn der Scbeibc 15 

tenwiidBevomigttindbeieiowbcstiinmtenSymbcrf- 40 beeodcil^ ^ . 

kombinaiion twd gegeottbcriiegende Pfeile fas den Encheinen in den AWesefennem 5 nebenemmder 

SdCTi uad bd ^Mderen bestimmten Symboi- ditl gleidie DM-Symbofe von denea eines un oberen 

SrabSnTierkreuifOnwgruelnandertiegendePfd^ Ableaefeniter 5 des linktt Undauftdrpen 4 in Rg^t 

^^^^tiiiSmMe^uL erlanabarisi.$owlrdderdesenSymbolenageo^ 

Die EHtnduna wi«l in der aaehfolgenden Beachrei- 4S DM-Bctrag gewonnen und in der MQannxdge 9 ang^ 

bung inband ebes Auafimruagabeiipiele^ das in der leigt Endieint deirgegeiiObcr in den Abteefenstern 5 

2lSntingdaigestdhiit,nlhererliutertEi«eigt: eine Kombixadon aus drri gieidicn Sondersymbolen 

Fit rSie penpektiviaie Vorderansidit exnes Sjrfd- dner enten Art, so kSonen ncbea etnem <>«wetrag 

aerltesnsdider^findtmg. Sooderspide gewonnen wetden, wdche to der 

Flo. 2 eine wgiCBeita BnMidaiiteilttngderSdieibe so Sonderspideanidge 9 angezeigt werden. Sondenpiele 

rait wgehOrigen WdlkraninadiFlg. 1 jedodioihw^ bieten dem Spider dne h6here.Gcwinnc/waituag. in 

gesetztefl Pfdlea besmnmte Symbole auf dem satOeren Umlaafk6r* 

Fig. 3 eine v ergiOfler te Enaeidawtdiung der Schdbe peraIidBebeidtizndBen3-DM-GewinaflUtfen.Beim 

mil SaehOngem Pfeilkrani nad> Fig. 1 jedoch mit vier Vorilegea dner besttauoten Sondenyrabol-ICombina- 

gesetrtcnPfSea und » ttoa dner zordten Art bdspiebwdse von drej nebcn- 

F1&4dnePriDzipdantdhuigdesBdidningsgeffi8fien dBanderliegendenZiffeni7aufdenUnlaufk6rpemX3, 

AufSuis del Spidgerttes nadi Fig. I ab Blododialt- 4.wird 'mdemPfdlkraazi7derPfdll9indemStanfdd 

1^ 20 gesetrt Daan kinn der Spider fOr eineo gewxsien 

Das Soidgerit 1 besim drd valzenfOmige Umlauf- ZdtabiehBin dai Stanfdd 2D des Pfeilcs 19 innerhalb 

kOrpera;3»4kdie jeweibdne Reiha von Gewinn- und « des PfeOkranzes 18 venetzea AnsdOieBeod wird die 

Verlimsymboleiiinge]LVQndettUoilanfk0rpem%3k4 Sdidbe 15 in fUdmnig des PfeiJes22 in Drehung und 

ist our der je«d2ige Tdlausduiitt erkeanbar, der inner- der PfeQ 19 in Ri^tung des Pf dies 21 in UmUuf gesetzt, 

halb der Abiesefexuter 5 in der Froiitp!atte6dc9Gdi&u- wobd die Drcbgeadiwindigkdt der Sdidbe 15 grSBer 

ses 7 Ucgt Oea bciden SuOereo UmUuftArpen 2 und 4 ist ds die UmUufgeseiiwintfgiEeit des PfeUes 19. Mit 

lindjewdbzwdOberelnaadcriiegendeAUesefensterS a Hille der SiopptasteMkann nun der Spider den durdi 

sugeordbet. wthrvnd der mitdere UmlaufkOrper 3 )e> Ausleuchnmg von Pfeafdd eu Pfdlfdd umlaufenden 

digiieh mit eoien AhleMfeniter 5 versehen ist In den PTdl 19 auf einem vom ihm gevfiascfaten Pfeilfeld 18 

Ablesefensten 5 ersdieint nacbdem Stillstaad der Uoi- anluliea wodurcb gtdcfazcitig die Sdieibe 15 st'illge- 
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9«ct wild Der Pfetl 19 ztsgt mm auf dn beniminta 
GewinBfdd 16 dor Seto'be 13, deosen onsac^Ste Suh 
dmpkto niixunehr gcwonnen sbd 
I Bdffl AitftretBB vob vior Sondenymbolen der zwei- 
tra Art mdroAJ>{e£tfeiut8nil also bemEruciieinen j 
voa vier ZifFern7 m den Ablcsefeniicni X veiden zvei 
seReofiberikgeode Pfeile 19 b den PStiOam 17 ge- 
secn. vie dies b Fig. 2 dttgestdlt m. IXe bdden Pfeile 
I t9lBufeDffteiclizeitiglaGesenridmiiigxudersldsdr^ 
beuknSchei^eiiweriialbdesPfeOkraazcstZunvNach » 
dem StiUstuid der Pfdle f 9 und der Scbdbe 15 wetwn 
die Hole 19 euf zvei Gewinnfelder 16 dsr Scfaeibe 15 
bin, derea jewfiols engczeiote Smtderrptele addiert uod 
daxoit als Sttntmengewnin gevflhn wcrdeiL 

BddermH8.3geseistenDantethuigderSchelbe15 » 
und des zugehfirigen PfeDkrtBzei 17 ist in dea PfeO- 
1am 17cmeHeiIfflaikeauf vierbeuzfSnnigzueiDaB- 
deriiegeiideR PfeOeo 19 geoetzt Die vier Pfeile 19 wer- 
den dann gegebeo. wean In dea Abletef easteni 5 Bach 
demStiDstanddsrUmlaiiflArpcrXSt^ABfScu^^ ao 
bole der iweiteii An wdwm, dk im vorficgcadeo 
Pklle die Zafer 7 itt fOnfiDal in deo AUesefdttiem 
erfeennciL NadiBceBdigiog da Umlaofei der vier Pfei- 
le 19 in dem PfeSkraaz t7 und dem Stilbtaiid der Schei- 
be 15 deuten die vier Pfeile 19 auf vier zugeordnete 23 
Gcwianfelder 16 der Scbeibe IS hjiL Die auf dieeen vier 
Gemafeldeni Iftangegebese AnaaUaaSotideftpieleQ 
wird addien und ala Summengewinn dem Spieler zur 
VerfQguiig gesteUt Der Spieter lonn also bei vier ge- 
itetzten Pfeilea 19 iSe H5cbstrah] der Qber die Scheibe so 
15 angebotcoeo Soaderspiele err^sen. 

Das Spielgertt 1 wird voOitftBdlg durcb einen Mikrch 
rcehner 25 gesteoert SOratficbe Bb- und Aufgabeo, wie 
MOBS-, UmIattflcftrTCnbt8st> Scheibeaabtaat*. Taaten- 
impuiie bzw. Umauflcftipennotor*, Sdietbenmotttf^, u 
Unpen-, Anzeigea* und A nwihhnotorinfonnationen 
werden, um die AnaaU der Signalldtungen Uetn zu bfil* 
ten, serieil Qbemgea. Alle Lampea werden aus einer 
gemuIdplBxten Uo^wnmatrix gesteuert ebenso wer^ 
dendieDiiplayigemuhipIextlBsbesoodereObemimmt 40 
der Mikroredmer 75 die ZufaUsenninhag beim Stc^p 
der UmlaufkArper 2» 3^ 4, und bd der Ergeboisennltt- 
lung tm Zusatzgewinntpie] (15, 19) uod zeigt dw Spie- 
ler duich Ntttzong mOgticfaer LUt* und Toneffeicie an, 
wiesdnSpielablaofveriaufensoIL 45 

Die Veraorgungseinbeit 2S flbcmfanmt die Spaa- 
Dungsvenorgoog dea gsBamtea ^lielgcrfltea f • Von ci* 
nam Nctzuransfefautor warden die erforderlidteB 
Spannungea sbgeldtet, gieidbgerichtei uad deo ve^ 
sduedenen Baugruppen zur VerfOgung gotdh. Im Mi- 50 
krorccfaner 25 emhaltca itod cin Scfareib^Lcaeapcicber 
(RAM) alt A i be imp e lch ef, ein Festwertspddier 
(ROM) als ProBranuBspetcber mrt integnertem Zufifls- 
generator lowie weHere erforderiiebe BausteiBe, z. B. 
Puffer, Taklgeneratoren. Sebi ebe re gis tcr sowie deygiei- $9 
cbea AuBerdem entbait der Mttamcfaner 22 cmen 
Tongenerator nebst zugebflngem NF*Ventlrl»r. Die 
Motonteueniag 27 liefert vom MilraecfcBer 23 ge- 
neuert die crfarderfiehcn Signale lOr die Sebrittmoto- 
ren der UnlaulkOrper 2» 3 und 4 und meldet die Ober » 
eioe Einbeh 28 zur Signalerfessung und •verstftriaing 
eriialienea SyBcbroniaatlofifldgnale voa dem Umlauf- 
torpem 3,3 uod 4 dem Mikroreebner 21 Des weiteren 
stebt die Moiomeuerung 27 mil dem Scbriranotor der 
Scbeibel5inWirkvcrbIndung.EineEin/Ausg8beeinhe}i as 
28 blldet die SdmittsteUe fGr einc gemultiplcxte Lam* 
peamaBrii29^dieamdkheLampendeaS(Ue|Berfttes 1, 
aucb die der Pfeilfelder 18 des PfeSOowueea 17, aiuteu- 



ea Die Bedtentastea ^ u»l slmtlicbe Anzeigen 31 
werden vom MiSowedmer 25 asig^teuert bxw, ihre Si« 
gnale weidcn dea Kfikrorecbner 25 augefflbrt Mlt dem 
Mitooreebner 29 ist des veiteren eine Baogruppe 32 
verbuBden,diedie bsnplette MOnzaniage des 5|^etge« 
rtms 1 danteOt Die Baugnqipe 32 diem zur Aa^smng 
der Mflndmpulso an die weiienreraibeitende Eldeiro- 
lnI^ zam Erfassen der eingegebenen und QQcb vorfaaade* 
aen GeldttOcke im Mflaz^eicbcr und lief ert auBerdem 
dieSteuerimpttlsefOrdie CddauszablmotoreiL 

Patemansprtlche 

U MQttzbetldgtes, einen Gewion in Autdcht sccK 
ieodet Spielgeiit mil mebrcren UmiaufkArpem. 
die mit fiber Gewian oder Verlust eatscfaeide n den, 
Ablesefenfitem zugeordneten Symbolea vertehen 
Bind und mit cinem mit einem Zufalbgenerator 
ausgettatietea Mikroreebner zur Steuerung dea 
gesamtcn SpielabfauifeSr daias^ gekeBueldmet 
daB all weitere UmlaufkBrper one mit imterscbied* 
licbett GewinafeideR! (1|Q belagte, drehbart Scbd> 
be (15) mit einem urn »e gegodfluflg um cine ge* 
mentBame Drefaccfase roderbwrai Pfeii (19) voige- 
sehcn ist, wobei fOr dk Scltesbe (15) und den Pfeil 
(t9)dtegleiche Aazabl voaRsatsteDungen vorgese- 
bea sind, usd daB beim Auftretea einer beaiimmten 
Symboflcombiaation der Umhuftdrper (2» 3, 4) in 
den Ablesefe&stera (5) die Seheibe (15) tmd der 
Pfeil (19) in Rotntioa setzbar und duicb Betttigung 
einer Stopptaite (M) scbeinbar ^dcbseldg sdll- 
setzbar smd wonadb dtr durcb den PfeO (19) auf • 
derSefaetbe(15)fflarfcierteGe«ina gewihrtwifd 
Z SMeigntt nneb Aaspiucb 1, dadurdi gckena- 
zdcsnet, daB (fie DrebgesdreindiskcH ^ km- 
fdntnigen Sdidbe (15) gcGBar ist ab dte Drel^e- 
idivindigkeit des auf Ac Sdielbe (15) hbiwelsen- 
deaPfeiles(19> 

3L Spieigerfti nacb den Aasprttehea 1 und 2, dadurch 
gekennzdcbnet, daB die gdctorfdrmig nebeaeiDan- 
deitiegenden OewinnTeider (16) der Sdieibe (15) 
wablweise mit Sonden^ei- oder Geldgewinnen 
bdegtsind 

4. Spielgerfit nadi dea AnsprOcben 1 bis 3, dadurch 
gekemaeidmeu daB dieSdidbe (15) voa bdeucbt- 
barea, dea eingdnca Gcvlnnfddeni (16) der Scfaei* 
be (tQ sugeofdaeten PfdUdden (18) umgeben is^ 
uad dafl zur SSmulatioa des rodereaden PfeOes (19) 
ausgebesd voa dnem da Startfeid (20) bildeaden 
PleOfeld (IB) nadieinander die folgcndea Pfeilfel- 
der (1$) bdeoehtbar and 

& Spie^acrat ntdi dea AasprOdien 1 bb 4, dadurdi 
gekenazeidmet, daS des Startfeid (30) der Routioo 
des PfeDes (19) mittds emer Taste p5) beBeUg aus 
deo Preilfddera(lB)auswablbar isL 
& Spidgotl nadi den AosprOdien 1 tHS 5, dadurdi 
gdmuodchaei, daB bi AbbBnglgkdi voa dem Auf- 
Cretea vendaedencr SymboDwmbiaationea der 
UmlaufkOrper (X3i 4) ia dea Abiesefeastera (5) in 
den Pfdlfddem (18) eine nntatdiietfKche Anzahl 
PfeQe (19) aufleuditet, (fie glddizdtig in Gegen* 
ridnung zu der ratxerendcn Scbeibe (ti^ durdi eine 
sdirittwdie Aufdnonderf olgc der Bdeuditung der 
folgendcn Pfeilfelder (IB) lanlAufea uad die naeh 
ihrem und der Sdieibe (15) Stilittand eine entspre- 
cfacnde Anzahl der GewinnfeUcr (16) der Sdieibe 
(15) marfcieraiv derea angezdgte Gewinne ahSum- 
mengewinne gewibrbar sind 
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7. Spieigerftt ascfa Anspnicb ^ dadufdi gekenn- 
zeidimt, (U0 bei einer bestusmtea Symbolkofflbi- 
geseaflbcrlicgeDdc PTeile (19) in den 
PfeQfddfiffi(ie)beleucfatet sind 
a Spieigcrftt ntdi Anspnicb 6. dadurcb gekenn- 
zeicfanet, dt0 bei etoer bcstimmteo SymboOeombi- 
nation vier knaxfdrmig zuebunderiiegende PfeQe 
(19) in den PfdlleUeni (18)beleuebtet nod 

HiOTu4 Sqtc(p)Zdchfliin8cn 



5S 
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Patoitansprudte rercnUmlairfkflipcnvdkmhOberGc^ 
1 • ^ . . CDBchcafcndcD Abksefeosteni zogtot^nam Svmbo* 

AemitOberGewinaoderVeriiirtenlKJieaeade* i Bei3mteaSpiefaiUtu& * «r amiening aa 

AUesefuston zugeordnetn Symbolai venehn Dennige. aaiid>ei9tistt ^li^crUe sind n dea ver- 

pamtenSindabtoitfe^dailiiTdigektBiizcldnie^ Bi«aiagcbiUet(emk0imeaAitf d6rvOasu8eodtttfc 
S^^S^S'^'^^^S^'^ » el«idJ««n Obcdiiefce irago. die Urn- 

Mcgt^ Ocbbm SAeibe (IS) bA dnm ton ne laafkfic]icrGewiiiiis;inboie.IXeUfflluCk6nMr«tfdai 
gegenlto^ rederbarm Pfdl (19) vptscwhen kl. inderRegtliitdieiDaiiderilingcttMiiDdiiSde^ 

^?'«'J'»«toAWe«feiw«««d«iB«deS,i«boIkon. 
vetes ooo bestunmtea ^ynboDDoaibouooD m » bautkm ober Gewiim oder Veriun. Kcs in uis daem 

« •,^^^''^"1^ ^ (Ifl mid der u dcr FnntpUae do Spidgtrlta vonoebeseB Ge- 
2- ipJOgcrtl Dili Amprudi 1, dutmdi gckcnn- hen. 

T y,??" ... ... » die Ugeve«etntei^dn« Oder mcfcrtreUmhidUr- 

grh iiimii hill I, daS dte Sdttibe (15) vno bdcndn- lAejrwStireaitiTOitarteawodirtidm^S^ 

u^l*ihwa^ « dieM««lichkeit*iiebe*dS^^S«lK 

Sjf.iTlLST^^'^'P?'*'"'"^" k6nw«abWwod«d.demsK<^Bndmi 

&S p«lgei« nMhdaiAiitprfld»ttlbB4.daduich kArnioi. w««»«iwiihi 
S^«6U^ffi?Sf*,iS^ ,Bdtotote«tfde»M«tob«fialW«.B«le«e. 

(«).--e«P«««den.c1?S2Sr^ 2S5£S?S5it£vS'd?S^: 

Beaebidbuie „ 3L2!I^""**^*" hildet and «« den 

^ Ke ErfJndan, bedehi sidi .uf do BOmbettliEtei. t^^lT^^.^^^ 
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r> stoma iu\ht«iu,^.M^b!^ M^^?S2iS2E2:ilSi?^!^ 

Ffede b den ?faSt)dm mvl 

beginmderWdlBiGtgBHicbnmeBimijIautoW^ BI»^«£§iJsS?^ ^T^i?? ^ 
wc*toStetogbdWetDerPfeakanndaiiayoodem Fte^ 1_ • - . 

durcbwichTJw^JS^Sff^^ ^ SpWgertto Vuch Fly. 1 ih SSifc- 

ge*ciiwindi>lceic deta^ dfc^S)clS»rf«SL^ * fca»pcr Z3.4 dw jewefli erne Rethe roa Gewino. und 
den Pfea dutch cSk&fakeh auf daTgKSto 
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5 6 
GewxnnfclderlfiauchiiutGtUlgewDmenbiszuderge' bole der zwdien An anftrtCcQ, dk on voiliegeadeji 
$ctz&fazalfliageDHoctognaiebdegtsdn.El^ FaHedieZxfrerJiftfQafmalindeDAbloefeitsteniSxTx 
ringfOrovger PfcxDcranz 17 am beknditbarcn Pfcilfel> ertemovNachBecadgiittgdesUini&ofes der vier 
dcml9iaiigte£eSd)eibetl)edei8ufdIeSchcibei5 le'18mdea PfeOkranzlTuDddcmSuIIstaiidderSebei- 
hniveisesde PfdUeld 18 Bt odtdg cmem bestisnntcn 5 be 15 deuten die vicr PfeOc 19 aiif vier zogtortiBete 
Gcwinafeld f6xageQrdnet,dJLdte AnsUdcr Pfeilfel- Gewiimfelder 16derSdieibe t5fataDieaafcfieseDvier 
der 18 emspricfat der AnzaM der Gcrafifelder 16. Zur GcwauifieUcralSaigegebeoeAiBiUuSonicnptd^ 
Sffluiadoa ernes am die ScheSbc 15 roticreDdeo PfeSes wird addterc tmd als Summengewian dca Spveler zur 
19 wirdcmfilsStanfeid20dkQeBda Pfdlfeld 18 ansge* VeffQguag gcsteflt Der Sdelcr kana abo bd vier ge- 
leuchtet and tmdiftfflmd erfi^ m Rkteng des Pfe)- to setxtea Pfeflca 19 die HM»tzah] der Qbcrifo Scbeibe 
ks 21 ebe tdbntxwast Anskscbtiing der fdlgcndea UazigdiotenenSonderipseieefTetcfaea 
PfcSfdderlflLwobdficfagSekbtdttgdieScbetbetfa Das^ielgeritl virdvoOstan^dorcfaeiseaMi^ 
RichtQQgda?fe0es22drdiLDasStaiifeUa>desPfet- recfaiier2SgesteucrtSlnt5dieBzhiiadAtdg^dsea>m 
fes 19 kana ndtteb der aebca der A iwMhhrtin te 12 fie* MQdZ', Utnlaofk6rperabtast-, Scbcibcaabtast% TastEa- 
geodca Tsste 23 frd gewflhh werdea. Mit HQfe oner ts inqtube fazw, Uadanflc5rpenDotor% S dieibt n ifi otor% 
nebea der Taste 23 aagebracbtea Stopptaste 24 ist es Uiapea-, Axttdgea- and AmzaUoiotonnfcmnitionen 
DiOg&bideaimdaufeaden PfdldioncrtuIbdesiYd}- wervko^amdkAitzaUderSigmOehsQgtak^ 
kranxES 17 ia ciacm gewftaBcfatca Pfeflfeld 18 aazuhal- tei^ leiicll QbcrtragoL ABc Ltiopea wadea ao$ cioer 
tea wodurdi-gileichzehig <fie Rotadoa dor Sclie3)e 15 gemahipkxtea Lampenmatrh gcsteaeni ^btoso wtr- 
beeadeiist 20 den die Dbptoyy gtauMntet Inihcwadere Cbcroimmt 

EncbdneD ia dea Ablesefeastero 5 nebeneiaasder der Mikrorechaer 15 die ZnfiOserouttliBig bdai Sta^ 
drei gfeidte DM-Symbole^ voa deaea ebes ba oberea der UmlauftOrper X < and bd der Erfdnseinntt* 
Abtesdeaster 5 Gakea Umbulitfirpere 4 ia FIg.1 httg im Zusatzgewiaaf^d (li^ 19) md xdgt dem Spie- 
erfaaabvis^sowvddercficseBSysibolenzugtordnete lerdarcbHotzungBi&glidierUcbt-oadToacffekteaa 
DM*Betnggewoaaenuadb der MQazaasdge Binge- ts wicsebS|»elablaafveriaiifcasol 
zdgt Encbemt deagegenflber m dea Ablesdenstem 5 Die Venorgu&gteiQbeit 26 flbcrmuimt dSe S^na- 
cpe Kombtaatkm m drd gieichea Soeder^ntbotea nangsvermgnqg des gesanicen Spielgertta t Voo et- 
eiaer cmea Art so kAiuieo nebea etaem Gddbetrag nem Netztnuafonnator vcrdea (fie eHbrdcrfidtea 
Bodi Sdoderspide gewonaea verdei^ wekbe ia der Spanmmgeo abgdehet giddigcrkfatet sad den ver- 
So Ddc r spleta ugdge S angetdgt werden> Sondernade 30 sduedeaeaBaogn^pea zia'VcffQgiiD||estdItlmK& 
btetea dba Spieler eine hfibere Gcwiaaervartong, la- kroreduter 2S cntfahco dnd eia Sdirdb/Lese^ekber 
dembcsdaunteSymboleaufdcnndttlereaUBilaufkftr- (RAM) ab Arbcksq^eidier, da F m y mipd dier 
per didoe berdtx zu einem S-DM-Gewou ffibrea 6dm (ROM) ah Progranunspeidier wk integriertem ZofdU- 
Vodbgea thcr besdmmtea Soadersynbol-KoinbiBa* generator sowie wdtere erfoidcrfkiie Bauneine; rB. 
doa cncr zwdten An, bebpidnreise voa drd nebea- as Puffer, Taktgeneratorea, Scbieberegister sowie derglet- 
dBaadetfegeadeaZtlleni7aufdcaUndaiiflc6rpcm2.3k cbea AoBerdesa cnthait der Mifaxirediaer Z2 eiaen 
<annliadenPfdDcninzl7derPfeill9mdemStartfeid Tongeaerator aebst zugeb6Hgem NF-Vcrstirker. Die 
^^8«j2L paan fcaan der Spider ffir dnca gewbsen Motorstcuerang 27 Itden vocn Mikrorediner 25 ge- 
Zeittfasdadtt das Slartfeld 20 des Pfeibs 19 umerbalb steuert cfie cffocdcrikben Signde fOr (fie Sdxritimato- 
des PTcakxaaxcs 18 versetzen. Aasddiefie&d wird die 40 rea der Unbofkdrper % 5 and 4 und mddet fiber 
Sdidbe 15 ia Ricfatung des Pfefles 22 ra Drebtmg uad dne Einhdt 18 zur Sigaalerfassimg uad -vcratiricong 
derPfcQ t96iRiditungdesPrdlcs21 mUndauf gesetzt, eilulteoen Syndiroaisatsonssgade voa dem thnlauf- 
wobddbDrdigesdiwiadigkdtderSchdbeUgrftBer kOrpem Z 3 nod 4 dem Mikrondiner 15. Des wettertn 
m ab die Undanfgesjiwindigkdt des Pfdbs 19. KGt stehr cfie Motmteoenmg 27 mit dem Sdirittmolor der 
HilfederStappbttteZakiaaanader^brdeadurdi o 5didbcl5iaWirkmbindung.Etoe£ni/Ausgabecsahdt 
Aittfcoehtiiag voa Pfdtfeld za Pldlfdd nmhufeaden 28 Wet ^ Sdmittstdle fDr eine gonnhvlexte Um* 
Plea 19 auf dacm i^oro ihm. gevQnsditea PfcOrdd 18 peiimatm29t&staidiclieLuDeadcsSpiclgerOtes 1. 
aahdtea vodaidi gldcfazdtig die Scfadbe U stOlge- sucli die der Pfeaidder 18 des Pfd&rBnfies 17,a8St«h 
setzt viid. Der Pfdi 19 zd^ aaa aof da bcstimates . ert Die BcdiemasteB Se oad slmtSdie Aazdgta 31 
Gewmafdd 16 ifer Sdidbe ISkdtenugeut^ so wenleatmMikroredkacr.25aB88Ste8crtbzv.aire Si- 
denptdeaaBBidirgewoaBeandl gnalewcrdeodemMBvortcfaaerUzngdK&rtMitdcni 
Bdm Anftmca rm vier Soa du ^ aibo tea der iwd- Mikmecbaer 25 bt des vdterai dse Btngrmm 33 
tea Alt m dea Ablesefeasteni X abo beaa Endidaea verbuado^ A Ot komplette Mttazaabge des Spidge* 
voaviCT 2iffen>7mdeaAbicscfcastefa3Lwcrdcnzwri rttesldarsldltI&Ba^gn9pe33£catn'A^passlmg 
gcgoflberfi^eade Pfdle 19 ia dem Ffdnoaaz 17 ge- ss der Mdndmpobe aa die » i d i M to i»f^ ^pftyy i ^ff Bdbio- 
set^vieaesmF|g.2dirgestdUbtDicbeadcnPfdIe mkznmErftiseadcrdqgccebeaeanadDodivorbaade- 
19 bof ea ^ddiza in Gegcmkhttag za d er. Mb die- ncn GckbtOcfce im MOaBoddier oid Gefcft auOerdem 
hcnto Sdidbe irniertialb des Pfdlkranzes 17 urn. Nacb die Steoerimpube fftr die OddsuszaUmoiofea. 
dem SallRnMi der Pfalc 19 ood der Sdidbe 13 weben Die inder vameheaden Besefambuni^dea rddmon- 
die Pfdle 19 zwei Giwinitfddcr 16 der Sdidbe 15 u gea sowie m den AaspHidiea offenbartea Meikmalc 
fcia, derea jewdb angczeigie Sonderspiele addien uad der Erfiadimg kftanen lowohl einzda dseodi in bcCebt^ 
daout Wicogewinn gcwahrt werden. gcr Kombiaation fOr die VerwirkSdoai der Erfmduas 

Beido-fang-Jgcrogte ia ihren venddedeaen Aasfabntngsfomea wesentfiS 

tmd des ZDgcbdngea Pfdlkranzes 17 bt m dem Pfefl- sda a»»wi.«i wwowuw 

krusl7daePrdliBaskeausvierkrttxzi&nnlgzueia8n- cs 
deriiegendea Pfdlcn 19 gesetzt Die vier Pfdle 19 wer- 
dea dua gcgcbea vcan ia dea AMesefeastern 5 aadi 
demSdOstaadder Ufflbufkdrper %3i4 Knf Sondenym- 
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Abstract 

The invention relates to a coin-operated gaming machine which offers the 
5 prospect of a win and comprises a plurality of rotatable members which are 
provided with symbols which determine a win or a loss and are associated with 
display windows, and a microcomputer, fitted with a random generator, for 
controlling the entire course of the game. The subject-matter of the invention is 
distinguished in that a rotatable disc (15) is provided, which is marked with 
10 different winning panels (1 6), wherein an an-ow (1 9) is oppositely rotatable about 
the disc (15), the disc (15) and the anrow (19) having the same number of 
positions, and in that, upon the occun-ence of a predetermined combination of 
symbols in the display windows (5), the disc (15) and the an*ow (19) rotate, and 
are arrestable virtually simultaneously by pressing a stop button (24), and then 
15 the win. indicated on the disc (1 5) by the arrow (1 9), is awardable. 

Patent Claims 

20 1. A coin-operated gaming machine which offers the prospect of a win, 
comprising a plurality of rotatable members, which are provided with symbols 
which detemnine a win or a loss and are assodated with display windows, and a 
microcomputer, fitted with a random generator, for controlling the entire course of 
the game, characterized in that a rotatable disc (15) is provided, which is 

25 marked with different winning panels (16), wherein an anrow (19) is oppositely 
rotatable around the disc (15), the disc (15) and the anrow (19) having the same 
number of positions, and In that, upon the occurrence of a predetermined 
combination of symbols in the displayj^indows (5), the disc (15) and the arrow 
(19) rotate and are stoppable virtually simultaneously by pressing a stop button 

30 (24), and then the win, indicated on the disc (15) by the arrow (19). is awardable. 
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2. The gaming machine according to claim 1, characterized in that the rotary 
speed of the circular disc (15) is greater than the rotary speed of the arrow (19) 
pointing to the disc (15). 

5 3. The gaming machine according to claims 1 and 2, characterized in that the 
winning panels (16) of the disc (15). which are disposed adjacent one another in 
a sector-like manner, are selectively mari<ed with wins in respect of special 
games or money. 

10 4. The gaming machine according to claims 1 to 3, characterized in that the 
disc (15) Is sun'ounded by llluminatable arrow panels (18) which are assodated 
with the individual winning panels (16) of the disc (15), and in that, in order to 
simulate the rotating an-ow (19), proceeding from an anrow panel (18), which 
fomris a start panel (20), the subsequent an^ow panels (18) are llluminatable in 

15 succession. 

5. The gaming machine according to claims 1 to 4. characterized in that the 
starting panel (20) for the rotational movement of the arrow (29) is selectable, as 
desired, from the arrow panels (18) by means of a button (23). 

20 

6. The gaming machine according to claims 1 to 5. characterized in that, 
depending on the occurrence of different combinations of symbols in the display 
windows (5), a variable number of arrows (19) are illuminated In the arrow panels 
(18), such anrows (19) simultaneously rotating in a direction opposite to that of the 

25 rotating disc (15) due to a step-wise sequence of illuminating the subsequent 
an-ow panels (18) and, after they and the disc (15) have stopped, the arrows (19) 
marie a con-esponding number of winning panels (16) on the disc (15), wherein 
the wins indicated byJhe winning panels (16) are awardable as the total wionings. 

30 7. The gaming machine according to daim 6, characterized in that, when a 
predetermined combination of symbols occurs, two opposed arrows (19) are set 
in the arrow panels (18). 



-4- 



8. The gaming machine according to claim 6, characterized in that, when a 
predetermined combination of symbols occurs, four arrows (19) which are 
disposed in a cross-like anrangement relative to one another are set in the anrow 
panels (18). 

5 

Description 

The invention relates to a coin-operated gaming machine which offers the 
10 prospect of a win and comprises a plurality of rotatable members which are 
provided with symbols which determine a win or a loss and are associated with 
display windows, and a microcomputer, fitted v^th a random generator, for 
controlling the entire course of a game. 

A wide variety of such coin-operated gaming machines are Icnown. They 
15 mainly have three rotatable members, which may be in the form of rollers or in 
the form of discs. The rotatable members have winning symbols on their surface 
which can be perused through display windows from outside. The rotatable 
members are generally stopped in succession and. after ail of the members have 
stopped, the combination of symbols appearing in the display windows 
20 determines a win or a loss. This is apparent from a winning diagram provided on 
the front panel of the gaming machine. Specific combinations of symbols give rise 
to a plurality of so-called special games. To increase the chances of winning, 
these special games are games where higher pay-outs are expected in the event 
of a win. 

25 Various measures have already been taken to induce a player to use such 

gaming machines, and to entertain him also during the course of the game and to 
provide him with inducements to continue playing. Many of these gaming 
mai^ines are provided with control means for the playerjp use, e.g. buttons, 
levers and knobs. These operating means generally affect the movement of the 

30 individual rotatable members. In consequence, the player may be pfaced in a 
position where he can start one or a plurality of the rotatable members by 
operating such an operating means, e.g. a starting button, whereby the player is 
given the opportunity of actually influencing the events of the game. Stop buttons 
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are also provided to enable the player to hold a rotatable member when it rotates, 
thereby giving the player the impression that he can influence the events of the 
game and, hence, the combination of symbols which result during the game. 
Further Inducements to play are provided by panels having win-Indicating 
5 means which are accordingly illuminated upon the achievement of a 

predetermined win. To achieve a greater win, in particular during the special 
games, it is necessary to play numerous games. In order to make the game more 
varied, means for introducing risks in the game have been developed which 
permit the player to increase the already attained win at the risk of losing. In 

10 addition, gaming machines are known which permit the attainable win to be 
increased without the player suffering any tosses. 

With modem gaming machines which are on the maricet today, the entire 
course of the game - including determining the win and paying-out the win - is 
electronically controlled by means of a microcomputer which contains a program 

15 con^esponding to the particular course of the game. A so-called random generator 
is associated with the microcomputer in order to exclude any mathematical 
inten'elationship in determining wins of subsequent games, so that each result of 
a game is dependent on chance. At the very outset of the rotational movement of 
each individual rotatable member, the random generator actually detenmines the 

20 symbol which forms a part of the combination of symbols that will eventually form, 
and stops the rotatable member when this randomly determined symbol is in the 
result position. The control buttons are also linked to the microcomputer and, by 
operating the control buttons, the player is able to influence the course of the 
game as he wants, so that the rotatable members can be restarted or 

25 prematurely an-ested in known manner in order to give the player the customary 
entertainment value. 

• The object of the invention is to make, in a gaming machine of the kind 
mentioned initially, the course of the game and the possibilities of winning more 
varied with greater inducements to play in order to increase the entertainment 

30 value for the player. 

According to the invention, this object is achieved by providing a rotatable 
disc which is marked with different winning panels, wherein an arrow is oppositely 
rotatable around the disc, the disc and the arrow having the same number of 




positions, and by providing that, upon the occurrence of a predetermined 
combination of symbols in the display windows, the disc and the arrow rotate, and 
are stoppable virtually simultaneously by pressing a stop button, and then the 
win, indicated on the disc by the an-ow, is awardable. 
5 Due to this an-angement of the gaming machine, the player can clearly 

see, when the disc is in its resting state - as is mainly the case - what additional 
wins he can achieve with the occunrence of a predetermined combination of 
symbols. If this combination of symbols now occurs the disc is set in rotation and, 
at the same time, the arrow begins to rotate in the opposite direction. In this case, 

10 the player can no longer see what win is in what position. The player may then 
use the stop button to hold the an'ow in any position he wants. The disc also 
stops when the arrow stops. The arrow now points to the attained winning panel 
of the disc, and the win marked in this winning panel is now given. Consequently, 
the excitement of the player is constantly increased by the subsequent events 

15 which may occur within a game in connection with the interplay between the disc 
and arrow, with the result that the inducement to play is also increased. 

In an embodiment of the invention, the speed of rotation of the circular disc 
is greater than the speed of rotation of the arrow pointing to the disc. The 
relatively slow movement of the arrow permits the an-ow to be stopped at the 

20 desired arrow panel by means of skill, while the relatively rapid movement of the 
disc permits a virtually simultaneous stopping with the disc. 

So that the player can achieve special games with a chance of winning in 
excess of normal play, in addition to the legally prescribed maximum amount of 
money winnings, a further development of the gaming machine according to the 

25 invention provides that the winning panels of the disc, which are disposed 

adjacent one another in a sector-like manner, are selectively marked with wins in 
respect of special games or money. Consequently, the player has the chance of 
achieving special games or a money win by an^esting the rotating arrow _ 
accordingly. 

30 So that the arrow rotates in a simple and wear*free manner from the point 

of view of design, according to an advantageous further development of the 
subject-matter of the invention, the disc is surrounded by illuminatable arrow 
panels which are associated with the individual winning panels of the disc, 
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whereby, in order to simulate the rotating arrow - proceeding from an an-ow panel 
which forms a starting panel - the subsequent arrow panels can be illuminated in 
succession. In such a case, in order to increase the entertainment value, the 
starting panel for the rotational movement of the arrow Is advantageously 
5 selectable from the arrow panels, as desired, by means of a button. 

An additional, attractive an^angement of the gaming machine according to 
the invention is such that, depending on the occurrence of different combinations 
of symbols In the display windows, a variable number of anrows are illuminated in 
the an^ow panels, such arrows simultaneously rotating in a direction opposite to 

10 that of the rotating disc due to a step-wise sequence of illuminating the 

subsequent arrow panels and. after they and the disc have stopped, the an-ows 
mark a corresponding number of winning panels on the disc, the wins indicated 
by the winning panels being allowable as the total winnings. 

Consequently, the more arrows the player obtains, the higher is his chance 

15 of achieving maximum winnings. The variable number of arrows supplied causes 
the player to pursue the course of events in the game with interest, and 
consequently the player is offered considerable entertainment value. Preferably, 
when a predetermined combination of symbols occurs, two opposed an-ows are 
set In the arrow panels and, when another predetemiined combination of symbols 

20 occurs, four arrows which are disposed in a cross-like arrangement relative to 
one another are set in the arrow panels. 

The basic idea underiying the invention will be described further in the 
subsequent description, by way of a sample embodiment, which is shown in the 
drawings. The drawings show: 

25 Fig. 1 a perspective, front view of a gaming machine according to the 

invention; 

Fig. 2 an enlarged detailed view of the disc and its associated circle of 
an^oM^ as illustrated In Fig. 1 but with two an^ows set; _ 

Fig. 3 an enlarged, detailed view of the disc and its associated circle of 
30 an-ows as illustrated in Fig. 1 , but with four arrows set; and 

Fig. 4 a block diagram showing the principle of the circuit structure of the 
gaming machine of Fig. 1. 
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The gaming machine 1 has three roller-like rotatable members 2, 3 and 4 
which are each provided with a number of symbols for denoting a win or a loss. 
Only the particular portions of the rotatable members 2, 3 and 4 situated inside 
the display windows 5 In the front panel 6 of the housing 7 are visible. Two 
5 display windows 5. which are disposed one above the other, are associated with 
each of the two outer rotatable members 2 and 4, while the central rotatable 
member 3 is merely provided with one display window 5. After the members 2, 3 
and 4 have stopped, the combination of symbols detemiining a loss or a win 
appears in the display windows 5. A coin indicator 8 and a special game indicator 

10 9 are provided in the form of electronic displays below the three rotatable 
members 2, 3 and 4, and they indicate the amount of money in credit and the 
current number of special games. A coin slot 10 and a coin return button 11 are 
disposed above the rotatable members 2. 3 and 4. A pay-out tray 12 and a 
control button 13, which is used to influence - I.e. restart and stop ~ the individual 

15 rotatable members 2, 3 and 4. are provided in the lower region of the gaming 
machine 1. 

Furthemnore, a circular disc 15, which is rotatable about an axis 14, is 
disposed In the front panel 6 between the rotatable members 2, 3 and 4 and the 
pay-out tray 12« The visible front surface of the disc 15 is divided into sector-like 

20 v\nnning panels 16 which are disposed directly adjacent one another. The 

individual winning panels 16 are marked with the number of special games which 
can be achieved, four, ten, twenty or twenty-five, respectively. Naturally, the 
winning panels 16 may also be marked with money winnings up to the maximum 
legally permissible limit. A circle of arrows 17, fomied from illuminatable an-ow 

25 panels 1 8, sun-ounds the disc 1 5. Each an^ow panel 18. which points to the disc 
15. is centrally associated with a predetenmined winning panel 16, i.e., the 
number of an-ow panels 18 con-esponds to the number of winning panels I6.T0 
simulate an an^ow 19 rotating around the^glisc 15, an arrow panel 18. which 
serves as a start panel 20, is illuminated, and subsequently the following arrow 

30 panels 18 are illuminated in a stepwise manner in the direction of ant)w 21; the 
disc 15 is simultaneously rotating in the direction of anrow 22. The start panel 20 
of arrow 19 may be freely selected by means of a button 23 situated next to the 
pay-out tray 12. By utilizing a stop button 24 which is provided next to the button 
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23, it is possible to stop the rotating arrow 19 within the circle of arrows 17 in a 
desired arrow panel 18, wherein the disc 15 stops rotating at the same time. 

If three identical DM symbols appear next to one another in the display 
windows 5 - one of these symbols being shown in the upper display window 5 of 
5 the left-hand member 4 In Fig. 1 - then the DM amount associated with these 
symbols is won and is indicated in the coin indicator 8. If, however, a combination 
of three identical special symbols of a first type appears in the display windows 5. 
special games may also be won in addition to a sum of money, and such games 
are indicated in the special game indicator 9. Special games offer the player a 

10 greater expectation of winning in that predetermined symbols on the central 
member alone will already produce a win of 3 DM. If a predetemnined 
combination of special symbols of a second type appears - such as three figures 
"7" next to one another on the members 2, 3 and 4, for example - the an-ow 19 in 
the starting panel 20 is set in the circle of an-ows 17. The player may then shift 

15 the starting panel 20 of the arrow 19 within the circle of an-ows 1 8 for a certain 
period of time. Subsequently, the disc 15 is set in rotation in the direction of an-ow 
22, and the an^ow 19 is set in rotation in the direction of an^ow 21, the speed of 
rotation of the disc 15 being greater than the speed of rotation of the an'ow 19. By 
means of the stop button 24^ the player may now hold the an^ow 19, which 

20 rotates, through illumination, from arrow panel to an-ow panel, on any an-ow panel 
18 he may want, and the disc 15 is stopped at the same time. The arrow 19 now 
points to a predetemnined winning panel 16 of the disc 15, and the special games 
indicated there are now won. 

Upon the appearance of four special symbols of the second type in the 

25 display windows 5, i.e. upon the appearance of four figures T*" in the display 
windows 5, two opposed arrows 19 are set in the circle of arrows 17, as 
illustrated in Fig. 2. The two an-ows 19 rotate simultaneously in a direction 
opposite that of the rotating disc within the drcle of anrows 17. After the arrowy 19 
and the disc 15 have stopped, the anrows 19 point to two winning panels 16 of the 

30 disc 15, and the ispecial games indicated therie are added together and 
consequently allowed as the total winnings. 

In the illustration of the disc 15 and its associated circle of arrows 17, as 
shown in Fig. 3, an arrow arrangement comprising four anrows 19, which are 




disposed in a cross-like arrangement relative to one another, is set in the circle of 
arrows 17. The four arrows 19 are then given when, after the rotatable members 
2, 3 and 4 have stopped, five special symbols of the second type appear in the 
display windows 5, i.e. in the present case, the figure "7" can be seen five times 

5 in the display windows 5. After the four arrows 18 in the circle of an-ows 17 have 
finished rotating, and after the disc 15 has stopped, the four arrows 19 point to 
four associated winning panels 16 of the disc 15. The number of special games 
shown on these four winning panels 16 Is added up and indicated to the player as 
total winnings. Consequently, with four set arrows 1 9 the player can achieve the 

10 maximum number of special games offered by the disc 15. 

The gaming machine 1 is controlled entirely by means of a microcomputer 
25. All of the inputs and outputs, such as pulses in respect of coins, rotatable 
member monitoring, disc monitoring and buttons, or infonmation regarding the 
motor for the rotatable members,.the disc motor, the lights, the indicators and the 
> 15 pay-out motor, are serially transmitted in order to minimize the number of signal 
lines. All of the lights are controlled from a multiplexed light matrix, and the 
displays are also multiplexed. In particular, the microcomputer 15 is responsible 
for randomly determining the stopping of the rotatable members 2, 3 and 4 and 
for determining the result in the additional winning game (15, 19), and the 

20 microcomputer 25 indicates to the player how the course of his game should 
proceed by the use of light and sound effects. 

The supply unit 26 is responsible for supplying power to the entire gaming 
machine 1. The required voltages are derived from a mains transformer, rectified 
and made available to the various assemblies. The microcomputer 25 includes a 

25 writing and reading memory (RAM) as the worthing memory, a permanent 
memory (ROM) as the program memory with an integrated random generator, 
and additional, necessary components such as, for example, buffers, dock 
generators, shift registers, and the like. In addition, the microcomputer 22 
Includes a sound generator together with its associated AF amplifier. The motor 

30 control 27 supplies the signals necessary for the stepping motors of the rotatable 
members 2, 3 and 4 - such signals being controlled by the microcomputer 25 - 
and Indicates to the microcomputer 25 the synchronization signals from the 
members-2, 3 and 4, such signals being received by a unit 18 for detecting and 
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amplifying signals. Furthermore, the motor control 27 Is actively connected to the 
stepping motor of the disc 15. An input/output unit 28 forms the interface for a 
multiplexed light matrix 29 which actuates all of the lights of the gaming machine 
1. even those of the arrow panels 18 of the circle of an-ows 17. The control 

5 buttons 30 and all of the Indicators 31 are actuated by the microcomputer 25, or 
respectively their signals are supplied to the microcomputer 15. Moreover, an 
assembly 32, which constitutes the complete coin system of the gaming machine ■ 
1, is connected to the microcomputer 25. The assembly 32 serves to adapt the 
coin pulses to the electronics for further processing, for detecting the number of 

10 coins which have been inserted and still exist in the coin storage, and the 
assembly 32 also supplies the control pulses for the money paying out motors. 

The features of the invention, as disclosed in the above description, In the 
drawings and in the claims, both individually and in any combination, may be . 
materially intrinsic for the realization of the invention in its various embodiments. 
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Bcsdrabuqg kufkftrper itni venn detcs zufilfig cnnitteltc Symbol 

sdi b der Ersebimstdhmi beliiulet Mit den Mikro- 

Die EriSodoBg boieht dch tuf do axOssbetfttigtes, redmer stehn tdcfa die Bedienttsten io Verbindung, 
eineo Ccvina h Anuidit iteIkmd»SpieXffertt mhmeb- dortfa deito Beadgung der Spieler den Sg^OMud to 
imsUoloufkArpemdiendtOberGevnmoderVert^ 3 b cq rihaBe n wflMcH so diB in bekaaater Wciie ehi 
epts^ekieodeo, Abletef cnitm xBgeordoeten Symbo* gegebenenftlli vtoderbolict Sttftea Oder cia vomid* 
lenvencheotiodandmheiiiemiBheiBefflZtifdl^ get Sdtana der Uahnflcflrper erfolgen kaan, tun 
rator ausgefUttetcD Mikionchncr xur Steuenng det dem Spieler die gewflnvfateUoteriiahimgnbk^ 
mtnuen SpieUbUuf ei Bin Spielgcrtt der eingugs gemimten An iit ais der 

IkrvdsemtbnbetidguSpielgtfttcaiidmdeover- lo EP 0 142 371 A2 bekumt Des wehertn teigt du DE- 
tddcdenstes AusfOhraagilQnBea bekannL St beshxea OM 19 33 352 ein mOn^tiigtei Spielgtrftt mh mehrt* 
mriTt drri {i ^^m,M rpa, dig wahen. eda uhtSha!^- rc&koazcmrechendrebbtftaScbeibeivAendtSym 
mig amsebOdet tein kAnnea Auf der voa tuBen durch kovoMhesondtufeisergeoismamenAdisegetagert 
fiS^lftf^l^^ i4Mrfihwn QfagrfttAg tfmgm die UnK nod Woterfab dfeaban das DE-OM 1792248 ein 
bufkerperGmiiBsynbole^I^UmUuflbBrperw u Spt^gertt. bet deo jedes Umltufelemeat ab dn vor 
in der lUgciBididjuiulcrsiillgesetztQBd&acfademan^ Symbc^ mulaufcnder PfeO amgd}Odet in.derwflb- 
Umlattfkfifper zum SdUsta&d gckoousca uai eotschei- ttod elaei ^laManfe nicbeinaAder anf versdUcdeseo 
detdieiadeii AblescfeuteniciYdidtteiideSyoDboOnm* Poshboea tmter forUaufcttler Addlening der dadurcfa 
bbiadoa ttber Gewbn oder Vcrlust Die* at ais asera aagcxetgett Efflzelaergtbalne gcsdialtet werdea kann. 
•n der Ftaniplatte dca Spielgtrltes vorgetebraen Ge* 30 vobei das Ergefaah m cue Anidg* fibertragen wird 
wmnplaii cniditfidL Betdmiate Symboftombinationea SehBfflncb ist der DE 31 01 937 At dn Spieigerlt zu 
fOhreozamehrvmiogCBaiuittoSondervklfi&Daniii- e ntn e him a bcidemcfie Symbol f eld er feat sidacnd h 
cer n&d nir Erbdbaog der GtwioachaaccD S^ele mh einerKrebbabDi&geoidBeiusdduj^eraenfortsehalt- 
(fMbter AuizahhnigBergnrtuBg on GcwianfaD ai te- barBDlidttpoaklbeleuditbarsiDd. 
beiL as DerErfiniuBgGegidieAiifgabesagnmde,beteiaeni 

Ei vnidea boctt vcnddedaie MaBoahmen getref* Spietgcrtt der ctagaagt gesaxmten Art der Spidablaof 
fea^amdacDSpielcrxurBeimttungderartigerSfdelge* uad d5e GcwinnmagfldJoeitco abwrrhsi wngwticber nnd 
rate aazuregCBttiid Dm audi wlbrcad der Spieldauerzu not grOBerem ^elanreir aumigestaltea urn so den 
usterbaKen und wehert Spielanrebce zo venahtda An Umerfaaltuagvwcn IQr deo Spieler xu erhfihca 
vieleii diescr Spidi^rtte sad BetatiguagsoiYne fOr 30 DleseAu^abewirderfiatogigeflifiBdadixrchgeldst 
dea Spieler aagebraebt, t,K Tmsk Heb^ KaBpfe: deB ah weitere Umlanflefliper eiae mit imiertefaledl)* 
Diese Betatigungiorsane wirfcen in der Regri anf dea cfaea Gewbiiifeldcn belegte. drebbare Scheibe nit 
Udderc»ttteealMlatAArpereia.SokaaQderSpie* aemomBegeseolBafigumdnegciDdnBametMiacbse 
ler b die Lege venetxtsein,eiDBB Oder mebrereUBh lodcrbarea Pf eB mgesefaca ist» vobei fOr die Sdieibe 
laofkOrperduitbBetl^lgu&gdBcaaolcbe&BetBtiguagt- js uod de& PfeB db gbiche Aazahl voa RiatsteBuqgea 
orguu X.B. eber Stantaste^ n atarteiv vodiirtk dcm mgcsehea Bad. imd daB bcmi Auftretea cber be* 
Spieler da KeBerEbfluB auf das ^eSgesefaeheBg^ srinartea Symbdkomhinsttea der UnlanflcBiper h dea 
ben wild. EsverdeaaochSiopptasteaaageordBei, inn Abbufenstem £e Sdidbe uad der Pfeil b Rottdoa 
dem Spieler die MBgficbkdt at gebes* dsca sidi dre- setzbar uad durdi BeUdgung eber Sion^taste scheb- 
hendeaUmSaafkArperaBsubahc^vodBrcfa dcm Spieler 40 bargtekfazehigstillsetzbiriiBdwonadider dnrdiden 
der Ebdnidk vcrmittett vinL du Spblgeschebca und PTeflaufderSdtcibenartdcruOewbDgewfiiirtvird. 
dsmit db bdm SpitI rtsultkreade SymboOGonc^bbalbB Durdi &se Ansgestaltaag des Spielgerfttes kann der 
becinflttisea an kOnaca. ^tider im Ruhezu^aad der Sdieibe, was Obenviegead 

WdtervSptdanidzestcSeaFddermilGewinaanzei- derFaBist.kUrerteaneB.wddiezusitzSdieflGewbne 
gedementen dar, de beim Erzbbn don bcsdmmtea 45 er bean Auftretea einer bcsdmrnteo Symbolkoinbina- 
Oewbnes en tspr td wnd beteuditet werdea. Zur ER5e> doa erbalten kaaaTritt nun diese ^b^mbbadon 
lung dnesb5bercn0e«basibsbewaderebd dea Son- au^iosetztsiefadbScfadbebRoadoiiVBdgidcbzdt^ 
den^elea, mflsaen vide Spbb durdtgefOhrt werdea* begbBtderPreBbGegeafiditaagumsulaufdi.Hiertei 
Um du Spid abwecksbagsrekhcr m gcsmlteQ, dad debt der Spider nidn mdir, wddwr Ce^dna deb b 
lUdkos^eiebriditBngcBflatwidbltworwwdSeesdem so wdcherStdbngbefiBdetDerPfeBkaaadaaavoadcm 
Spblcr enaO g Cd w a^ bd Wdko daes Veibstes dea be- Slider mittds der Stopptaste gtsdt b daer von ihm 
rcStserddteaGewbaztterbBbc&FeroersindSpidge- gewflaiebtea Stdhmg aagebahea werdea Mit dem 
rtte bfikaant. bd deaea ebe Erbflbav des crdelbarea Stoppca des PfeHo Ueibt audi & Sdieibe steben. Der 
CewbnsenaOgllditwirdobBedaBderSfdelerVerhmc PfeQ deutet |etzt aaf das eirdditc Cewbafeld der 
erteidet 53 Sdieibe^uadderbdiesemGewinarddaagegebeneGe- 

Bd den beute auf dea Marks befiodlkbca g wderncn wbn wird muimthr gegebea. Danut wird ^ircb die in* 
Spielgeratca wird der gesamte Spiebbbuf dnschfieB- aerbalb eiaes Spidi mOg&berweise ablauf cadcn Folge- 
CcbderGewfaitteradtdinguadCewraaauszahinagelek- ereigaiise im Zusaauaeaspid xwbefaca Sdieibe iffld 
troaisdi durcb dnen Mikrmredaer gcetoucr^ dea eb PfeB dbSpaaauag des Riders stftadiggestcigeawo- 
dem jewdligea Spidabfauif eatspreSeadca Frograaaa so durdi audi der Aareiz zum Spid erbBbt wird. 
ebgtgebea ist Dem Mikroitdiner bt cb sogeoaanter b Ausgestdtungdcr Effiadaag ist db Drefa g c sd iwb- 
ZufalhgcBcratDT zugcordaet um ebe GesetzmiBigkdt di^^eh derjvcidltalgen Sebdbe grSBer ds die Dreb* 
bd der Gewin&ernihtbmg attfdnindeffolgender ^!de gesdiwin£gkdt des aof db Sdtetbe bbwtisenden Pfci- 
antzusdiUefien. so daB jedes Spiderg^nis vom Zufdl les. Der rebtiv Uagsame Lauf des Pfdbs gestattet es, 
abbangig bt Der ZufaBsgraerator ermittdt bereits zu fts dea Pfdl durdi Gesdiiddicbkdt auf dem gewOasditen 
Aafaag des Beiges des Uoilaufes des da i e bea IM- Pf eilfdd 'zu stopper wflbread der vcrbahmimaflig 
laulkBcpers das Symbol das ebea Tdl der sidi dastel- sdmdb Uuf der Scbeibe eb sdiebbar giddoeddges 
bndcn SymbolkomUaeiiM bBdct, seM dca Um- Anbaltea mit der Scbeibe emiOgGcht. 
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Oanut derSpieter Ober 4eo fesetzSdi vorgegcbeacn laufWrper 2, 3L 4 die Olxr Veriust oder Cewinn eni- 

HAehitbetru voo GddBewinseD Unun Sofidenpicle scbeidesde Symbofkofflbtnatioa Uatertuib dtr dret 

mhmesQbtf den hkraihpW tshti^ur OcwinnchaD- UmhuftOiper 2, 3 and 4 snd due MOnaottif* 8jmd 

otm\m kaim, berteht due WdieAikhmg dw erfizh not S<»defipielttn2e«e 9 in Form von cWctipwsdien 
damffemlBe&Sridgcrimdirin.diB<Setetorfd^ s Dt^jlaysangehndsw die dca Status da MOnzgi^^ 

Deta^Undcfli^Sen Gewinnfeklef der Schclbc ««i<J^voriicgti«tenS^^^ 

wlSSdSnS^S^^ Oder Gcld«ewtaaen bdegt derUmUuMrperi a i«d4b*Kto^^ «n MOaieo- 

nML Der Soieler lut alio die ^■'^ duicb emiprr* wwf 10 ond cat GctdrOekgabetaste It imimteren Be- 

ctedcf StsietiendeiioiiertBdenPrete rcfch dei S|«g«ltes I rfnd emc Auszahkt^ I2und 

SiTMdmg eocs von der KonimiWon her einf a- dermrtea osd Bremsen der dnzdnen UmlaufWrper 2, 

djcaundv«dilicflfreitnUmliafeidef PfeikiBtot^ Mvoigojetei. ^ 

wrteahafieo WehcrbOduag dci Ccgenrtandes In der Fh«tpUtte 6 Begi Jew 

STErSd^^ vonbSuchibarw den on- lanftocpcm 3^ M und toAj««W«W^ O aw -lai 

wSS^SwiSttd nm einem dn Suitleid bOdendea unmittenwr wbendnaadrf^eiute 0«^^^ 16 

PfdIfeidSiBsnder die fblgei-tai be- «^ 

torfjtbar find ZweckaaSgtrwdae ttt WeAd air Er- mit vier, «ha awaadg ode r fibtftod cvmy ey>iciba> 

KgderlMerblhS^StirtfeMder^ » raiSoadeiipWenbdegtScftit^^ 

^ftvehere attrtktm Auuestahimg dea Spxdgerft- lingfBnnigcr HcSOnns U atti beletiehtbarto VfaHe^ 
«^Sh£&C3K de^iSSSbttfejAcn^e 

SnenKiiil^ in den Ablea dcnrtem m den Otwinnfcld "Wf^f^^/^L^^fSSL^T ^f^'t 
wJSddem eine ontSibiaffidie AnxaU PWJe auf- der IS ««»pricfat d^ 

leucJitcL die riddiidiig in Ciegenrfcbtxmj tu der rotic- SanuUtwo «ma «m & Sd^abe 15 FfeUes 

S^BekuAtuagderfblgeadtnK^ » ta^tonnd anadJ^ 

Sd*enad>ihmDuadderSdtdbeStaim^«^ SJ?.S'ta**'S^ 
smdMOde AnzaU der Gewinafdder der Sd«a« mar- Pfcaf dte H w« W ,j$ja^«Og die S<Aed>e 15 o 

mfMar wr^jeBBbr PTdKe der Spider dm be* tea Wtaian mhtds der ndwndtr Ausaljch^ « he- 
C^^bfititfblidtteCbaaeedn HOdttige^ is geadea Tute ZI M gewftblc werdea Mh HBfe emer 
S^den Dai wedadade Angdnt wo Pldtai la nd« der Ta«e » wbwdH^^ « « 

^tnSidMT AaafalYcraiSB^deaSpider^^ ni6gBdi.den itadaufeadta Pfdl t^^^aobalb des PfeO. 

diiididem^S^dw^iMwesea^ ten, wodurcb giddizoag die Roatm der Sdieibc 15 

tenwirdBevorxuttiindbdehcr bestiasBteaSynboJ- 40 beeadeti^ . . ^ 

kombinadoa rwri gegennberfegeade Pfefle la den EfKhdnea b dea AWefcfenttem 5 ncbenanjndcr 
Pfeilfddera uad bd daer aaderea bestiminten Symbol. drei gleidte DM-Symbol^ von denea ernes m oberta 
kombbiationTJer l«uaftrmigwefaaa^^ Kd- Ablesefemter 5 dtt Itoto Umtairffeftrpers 4 ta I 
le in den PfeOf ddera beleucbtet erkcnnbar isi, so «W der iSesen Symbolea xugtoidaete 

Die Erfindfflg wifd ia der aaddblgcBden Besdad- 4S DM-BetraggewoaaeawdtadwMQaaiiw^ 
buns S T^"~' cises AmmhniflgibdDlele^ daa fai der cdgtCndidntdengegeaflber udea AbloefensternS 
Z^ungdajsestdHltt.DlhercrttatcrtEfe«dgb dae Komblattkm an ditl gleidiea Soadeny^obc^ 

P\g.\iLBAnpMMi6yctdmD^^Sti^ dner enten An. so kfiaaea aebea emem Gddbctng 
flcrtteaasditeerfia^ag. «udi Soader^de gewoenea warden, weldie hi der 

Fto 2 dae wg ie Derta Eeaddarttelluag der Scfadbc » Soadenpieleanze^e 9 aageceigt wcrden. Sondenpiete 
autzuseborigteo Pfdlkraainading. 1 jedodimiiawd bittea dem S^rfdcr erne Gewninerwai^ 
Roet^en Pfcflen ^ bestinunte Symboie auf dem minieren UmiairfkOr- 

Hg.3eine> tiiu 0 fl er tfc EagddamdluBgderScfadbe peraitdoeberdtixodaead-DM-GewiaafQhre&Beun 
mh zuaebOiigem Pfeflkraaa nad^ flg^ t ledoeb adt vier VorUegea daer besdmrntea Soadenymbot-Kombiaa- 
gctttneaPfdlea oad » tion daer swehen An, bdsplelswdsc voa drti aebea* 

nA4dnePriBXipdarstdhmgdesschaItUBgsgemflBefl dn8ndeTltegcaden2Sfreni7aufdenUmlaiinE0rperB2.3, 
AulUus des Spldgtrties nsdi Fig. I ah Blocbdialt- 4,«irdiademPrdlknflxt7derPfdll9iademStartfeld 
InU. 30 gesetsb Daan fcana der Spider fDr cisea gewissea 

Das Spidgerit 1 bedizt drd walseafSnidge Umlauf- Zdttbicfadn das StartfeU 20 dea FTdks 19 Inaerlidb 
icArper 2; 3i 4. die jcwdb cine Reibe voa Gewian* uad m det Pfeilkraazes 18 vcrsetzen. AasdUiafieod wird die 
VeriusisymboteB iragea. VoadeaUmtatt!kafpcni£1.4 Sdidbe 15 n Rkbnmg des PfeUes 22 b Drehuag uad 
ist nar der jcwdfige TdbiBsdudn erkeanbar. der iaaer- der PfeQ 19 m mduuag des Pfdles 21 m UcUauf gesest, 
balbder Ab!esefeostcr5fader Fren9btte6dciGdi&u* wobd die Drebgesdiwiadigfceic der Sdieibe fS grOBer 
9Cs7licstDeabcideaftuBcreaUmUufk6rpera2u8d4 ist sis die UmUufgeKfaonadgkeh des Pfeiles 19. Mit 
KbdjewdlssveiaberdnaadcrllegeadeAblescf caster S ts HOfe der StopptastcMkaaaaua der Spider dea disdi 
xugeofdact vShrcad der mitdeie Umlanlkfirper 3 le- Audeudmmg voa PfcflfcW zu Pfdifdd uoUaufcnden 
digliriiiBitemeiaAblcsefeasterSverscbenistladeo Pfdl 19 auf daem vom bm gewQaj^ien PfdVeld 18 
Ablesefensiera 5 ersehdm nacb dem SUnstaad der Urn- aahahen. woduicfa gldehzdtlg die Sebeibe 15 siillge- 
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setst viid Dcr Pfetl t9 idgt dud auf dn bestiinmtea 
GcwiD&f dd 16 dar Schobc 15, deaseo ansocigte Soih 
denpiels aiiamcbr getroDsensind. 

Bdffl Ai!firet8& vu vicr Soodenysnbolea der xvtir 
isn AA in deo Abtesefensteni ftbo bdm Encfaehen 
voo vltf Zi£fera7iBden Abtesefantern 9L werdeo zvei 
gesefiOberlkgende Pfdlc 19 in dem PfcsQoraat 17 fe- 
setxi, wie dies b Flfl^ 2 dtrgcstcflt at Die bddns Pfdie 
19 hufeo gtekhsdtig b Ges caii c h tung su der skfa dre- 
hccdcft Sdieibe baettolb del PteTknnies 17 um> Nech 
dea StObtftfld der PfeOe 19 imd der Sdidbe IS weben 
dbPfeael9«iirzweiCtwbnfclder ISderScheibc 15 

duoii aU Summeogcwma gewllfft vmdeiL 

Bddcr in FISi 3 genbten Dantelhifig dcr Schcibe 15 
tiad des aigcUrlgca Ffeflkrattxes 17 ist b dem Pfetl- 
kraiu 17 erne PbOffliilte tits ner kfttaf&nmg luc^^ 
derfiegeaden PfeSco 19 gesetzt IKe vier PfeOe 19 wcr- 
den dun gegtbeiu wean b den Ablesef enstern 5 nach 
dem Stilbttnd der UiBUitfk&rpcf%ab4f)bfSoDderi^ 
bole der zweiteo Art aeftreteiv db. m vorficsendco 
' PaOc i&Ziffer 7 bt filsftDal bdenAblcstf enstern 5X0 
erksttBCtt. Hacii BecttSgimg des UmUtafes der vier Hei- 
le 19 b dsm PfeHfauB 17 imd dsm StiDBtaiid der Scfaei* 
be 15 deotcs db w Pfelle 19 auf vbr sugedrdi^ 
CvvbuWer 16 dtf Scfcdbe IS bin. Die auf £esea w 
Ocwbnfeldeni 16 engcgctase AaiaU an SondeitpieleB 
«W edfiert md ab Sommeagewbn dem Si^eler sur 
VerfOgmg gestdlL Der S|»eter kann also bei vier ge- 
scKxtcn Pfeibo 19 £e HOctBtzahl der Qber dk Schetbe 
tS angebo t c nen So e d ew pble en ei c bcTL 

Das Sptelgcm 1 wird vonsttadig dorcfa einen Mikro- 
recbur as geeteoeft. SAmficbe Bn- und Aoseobeo, «b 
MQBZ*, UnsbnfkArperabtsA', Scfadbcgiabtast*, Tatten- 
impidsc hew. Uinbnfkfirpefniotor^ Sdkdbeniaotor^ 
Luip€si-| Anxcigcn- md Aitssahbsotorinfonnationen 
verdoc inn db AnaU der ^gnaScitsngGD Ueb III bal> 
tea sericfl Obotragca Afle Lompcn werdea ana cber 
geanildpta%tea Lanpe&matris gesteuert ebenso we^ 
den ^Disi^aytgcmuh^aa bsbesondere Qberabimt 
der MDfforoclmer 25 £e ZdaZbenutthfflg beba Stopp 
der UmbufkArper 3^ i and bei der E^ebnisenaitt- 
hmg iffl Zu8atzgewuaspid(15» 19) uad xeigt dem Spb- 
tcr durcb Matzang nOgficber licht* and Toneffekie an, 
vb sda Splebbbof vetteufen sofl. 

Die Vermgungsebbeh 25 Obembum die Span* 
Bu ng sv enu f gua g des gesamten Spblgerfltes 1. Voa tt 
Item Netzttrassform&tor werdea £e etforde riirhm 
Spaiuuiagcn abgebite^ gbcbgencbtet nnd den ver* 
scfttedenea Bao^uppen ur VetfOguag gesteOc. tm K& 
krorechner 35 cnthalten sbd cb Scfafclb/Lcscspeicfaer 
(RAM) aU Aibc l i upeb hcr, cm Festvertspekber 
(ROM) ab PkografflBspddier nut bt c g i leittm ZnftlU- 
generator towb webere crforderibbe Bausieiae, t. & 
Puffer, Tsktgeaeratorei^ Sdti^eregbter lowb do^le!* 
cfaexL AttSerdem enthlli der Mikivrecb&er 22 cbea 
ToageaeratM' aebtt sug^&r%em NF-Ventarfcer. Die 
Motomeuerong 27 Cefcrt voo Mikrorecbaer 29 ge- 
ftencft db erforderfiebea Sigwab fOr db ScbrittmotcH 
rea der Unbuficflcper 2» 3 iffld 4 und mcUet db aber 
cine Bnbeb 29 xar SSgaabrfaisaag and -ventOriomg 
erfaaltenen Synrtmrniwrbflaignilr voa dem Umbuf« 
k6rpcm 9;3 und 4 dem Mikrorecbaer 21 Dee wetteren 
stebtdb Motomeueruag27mitdcmSchrinmotorder 
Scfaeibe 15 m Wtrkvcrbbduag. Erne Eb/Ausgabeebheit 
2S bUdst db Sdimtistdle fOr cbe gcmuhipbxte Lam- 
ptamatrn 29^ db atnrttlcfre Umpcn des Spielgerfttes Ir 
BDcb db der PfeSfdder IS des Pfenkranjcs 17, aniteu- 



crt Vk Bcdbatastea ^ uad sftatCebe Aaze^ 31 
werden vom Mjkrorechi»r 25 angcsteuert bxv. ixtSU 
ipib wcfdca dem MSovrccbner S9 xagefChrt Mit dem 
Mikroredmer 23 ut des weheren eiae Baogruppe 32 

s vcrbimdea^edbkKapbtteMfiszaabgedesSpblge- 
rltes t daisteOt Db Bausnippe32 femzm' Aapasitmg 
der MOndmpoIse in db weitervertrbehesdc Ebktro- 
nik zam Erfasien der dngegebeaen uad oocb vorfaaade- 
aea (}clditSeke bi MOanpddber and fief mt aoBardem 

10 dbSteuerimpukefOrdbOddaflizabbaotorea. 



U Mflmbctlttgteik emcn Gtwina b Aucacbt Kel- 
ts bmbs Spbigerit mit mehremi UmbufUkpenv 
db ndt fiber Gewma oder Verimt eatsdteidenden, 
Abbsefeastera zugeordneten ^bobn veiteben 
sbd und mit ebem mh emem ZufaOtgenerator 
ausgettatteta Mikroredmer zur Steueruag des 
20 gesamten SpidaMaufc^ dadutcb gdienBuebbse^ 
daB ab veherc Ulnbuftftncr cbe adt nnterschled- 
Ucbca Gevmafclden (IS) bebgte, drebbare Scbei- 
be (15) mit dnem am se geswbifig ua ebe ge* 
meananm Didisebse lotbtbarea Pfeil (19) vor^e- 
23 lebcabtiWobdfQrdb Scfaeibe (15) und den PbO 
(19)^ ^defae Aaoeabl voaRaitifi^ifflgen vorgeie- 
bn ibd»and dafi bdm Aoftretes daer bcstbmiten 
Synbolkombiaation der UmbsiUyrpcr (2. 3L 4) b 
den Abbsdenitera (5) db Sdtdbe (15) and der 
30 Pfe9(19)bRotsi»Ki8etdiirundduRbBetltigang 
einer Stepptatte (M) ccfadabar i^ebfazeitig nOI* 
letzbar tbdl woaacb dcr durdi &en PfeD (19) auf 
der S^etbe (15) markbrte (Sewbn gewifan wixL 
2. Spidserftt aaeb Aaspnidi 1, dadnreb gekena- 
IS xricfnet, daB (fie Drefagcadtwbdiskcit der krcis- 
Idmigen Sdwibc (15) grtSer bt ab db Drdige- 
icbwbi^gkeit des auf db SdMdbe (15) hmveben* 
desPfeta(19> 

3LSpielgerfttaacbdeaAfisprQcfaenl und^dadurd) 
40 gdceimzebbae^ daB (£e 8cia<»fdrmig nebeaeman- 
doibgcnden Oewianfddcr (IQ der Sdtdbe (1^ 
wabhrebe mh Sonderspld- Oder Geldgewfonen 
bebgtsbd 

4.Spie]geratnadiden AoiprQdien 1 laaStdadiudi 
45 gftkiffiTtTfirtmct, diS db Sdieibe (15) ¥M bebucbt- 
barca.den etwrdnm GevianfeUem (16)derScbei* 
be (IS) zugeeitbetea PfeSftidem (119 uaigeben b^ 
uad daB sir Sadatba da fodcreadea Pleiles (19) 
ausgebcad ¥m daem da Startfdd (20) bildeadea 
M Pfcflfeld (1^ aadieiaaader die fplgeoden Pfeilfel- 
der(lB) bebadnbir nad. 

S.SpteijgerttaicfadaiAasprfldien 1 bb4.dadurdi 
gekeaazekhftevdafl du Starifdd (30) der Routioa 
dee Pf etbs (19) mitteb emer Taste (21) bdbbig aus 

0 deaPfenfdden(lg)aniwiUbarbL 

& Spieigeitinsdi den AaiprOdien 1 bb 5, dadtird) 
gdceaaxdcfapct, dafl b AbtongtgkftH iron dem Auf* 
cretea versdaedeaer SymboDmiabinadonen der 
Umbudkgfper (% 3^ ^ b den Abbsef eastera (5) b 

w den Pfdirddeni (IQ dae aatencbbdUdse Aiaahl 
PfeOe (19) auibiicfatet. <fie gfebbzeitig b Gegtn- 
ricfatungza der rodereadcn Sdicibftd^ durdi erne 
lebritmreiie Aufdnooderfolgt der BdeadituDg der 
ioigeadtn Hdtfekbr (19) mnUnfca und die rueh 

C5 ibrem und der Scbdbe (15) StUbtand ebe entspre* 
dieade Anahl dcr Gewmafddcr (16;^ der Scheibe ' 
(15) Diarberea, derea angezdgte Gewinne ab Sum* 
meagewinae gewib/bar siad 
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7 Spidgcrai oacb Aaspntdi 6, dadurdi gekenn- 
xdcfaMti diB bd cincr bcstinustea SymboDufflbi- 
oatxM xwd gejcnflberiiegode PfeBe (W) in den 
PfeiIfddsrD(tS)beiettcfatettiBd 
a. Spidscfftt nidi Aosprvdi €, dodurch gekeon- 5 
zttdmer. d«S bd emer bcfumimeD Syaboftombh 
naiioA vie kreozfdnnlg siemuderiiege&de Pfdie 
(19) In dcA Pfdtfddcra (18) beleuditct end. 

Hieriu4 Seitc(n) ZckfaauagCD to 
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(54) Coin-operated Gaming Machine 




Description 

The invention relates to a coin-operated ganrjing machine which offers the 
5 prospect of a win and comprises a plurality of rotatable members which are 
provided with symbols which detennine a win or a loss and are associated with 
display windows, and a microcomputer, fitted with a random generator, for 
controlling the entire course of a game. 

A wide variety of such coin-operated gaming machines are known. They 
10 mainly have three rotatable members, which may be In the fomn of rollers or in 
the form of discs. The rotatable members have winning symbols on their surface 
which can be perused through display windows from outside. The rotatable 
members are generally stopped in succession and, after all of the members have 
stopped, the combination of symbols appearing In the display windows 
15 determines a win or a loss.. This Is apparent from a winning diagram provided on 
the front panel of the gaming machine. Specific combinations of symbols give rise 
to a plurality of so«called special games. To increase the chances of winning, 
these special games are games where higher pay-outs are expected in the event 
of a win. 

20 Various measures have already been taken to induce a player to use such 

gaming machines, and to entertain him also during the course of the game and to 
provide him with Inducements to continue playing. Many of these gaming 
machines are provided with control means for the player to use, e.g. buttons, 
levers and knobs. These operating means generally affect the movement of the 

25 individual rotatable members. In consequence, the player may be placed in a 
position where he can start one or a plurality of the rotatable members by 
operating such an operating means, e.g. a starting button, whereby the player is 
given the opportunity of actually influencing the events of the game. Stop buttons_ 
are also provided to enable the player to hold a rotatable member when it rotates, 

30 thereby giving the player the impression that he can influence the events of the - 
game and, hence, the combination of symbols which result during the game. 

Further inducements to play are provided by panels having win-indicating 
means which are accordingly illuminated upon the achievement of a 
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predetermined win. To achieve a greater win, in particular during the special 
games, it is necessary to play numerous games. In order to make the game more 
varied, means for introducing risks In the game have been developed which 
permit the player to increase the already attained win at the risk of losing. In 
5 addition, gaming machines are known which permit the attainable win to be 
increased without the player suffering any losses. 

With modern gaming machines which are on the mari<et today, the entire 
course of the game - including determining the win and paying-out the win - is 
electronically controlled by means of a microcomputer which contains a program 

10 corresponding to the particular course of the game. A so-called random generator 
is assodated with the microcomputer in order to exclude any mathematical 
Intenrelationshlp In detenrpinlng wins of subsequent games, so that each result of 
a game Is dependent on chance. At the very outset of the rotational movement of 
each Individual rotatable member, the random generator actually determines the 

15 symbol which fomis a part of the combination of symbols that will eventually fonn. 
and stops the rotatable member when this randomly detennined symbol is in the 
result position. The control buttons are also linked to the microcomputer and, by 
operating the control buttons, the player is able to Influence the course of the 
game as he wants, so that the rotatable members can be restarted or 

20 prematurely arrested in known manner in order to give the player the customary 
entertainment value. 

A gaming machine of the kind mentioned initially is known from 
EP 0 142 371 A2. Furthemiore, DE-GM 19 33 352 shows a coin-operated gaming 
machine with a plurality of concentric, rotatable disks, which are provided with 

25 symbols and are held on a common axis. Further, DE-GIV1 17 92 248 discloses a 
gaming machine in which each rotatable member is designed as an arrow 
rotating in front of symbols, wherein the a^ow may be set, during the course of a 
game, tojdifferent positions, one after the other, wherein the individual results 
indicated thereby are continuously accumulated and the result is transferred to a 

30 display. Finally, DE 31 01 937 A1 discloses a gaming machine in which the 
symbol panels are fixedly arranged on a circle-shaped curwe and can be 
illuminated by a dot of light that can be switched step by step. 



-4- 



The object of the Invention Is to make, in a gaming machine of the kind 
mentioned initially, the course of the game and the possibilities of winning more 
varied with greater inducements to play in order to increase the entertainment 
value for the player. 

5 According to the invention, this object is achieved by providing, as further 

rotatable members, a rotatable disc which is marked with different winning 
panels, wherein an arrow Is oppositely rotatable around the disc around a 
common axis of rotation, the disc and the arrow having the same number of 
snap-In positions, and by providing that, upon the occurrence of a predetemilned 
10 combination of symbols of the rotatable members in the display windows, the disc 
and the arrow are rotatable, and are stoppable virtually simultaneously by 
pressing a stop button, and then the win, Indicated on the disc by the arrow, is 
awarded. 

Due to this arrangement of the gaming machine, the player can clearly 

15 see, when the disc Is In its resting state - as Is mainly the case - what additional 
wins he can achieve with the occurrence of a predetermined combination of 
symbols. If this combination of symbols now occurs the disc is set in rotation and, 
at the same time, the arrow begins to rotate in the opposite direction. In this case, 
the player can no longer see what win is in what position. The player may then 

20 use the stop button to hold the an^ow in any position he wants. The disc also 
stops when the arrow stops. The arrow now points to the attained winning panel 
of the disc, and the win marked in this winning panel is now given. Consequently, 
the excitement of the player is constantly increased by the subsequent events 
which may occur within a game in connection with the interplay between the disc 

25 and arrow, with the result that the inducement to play Is also Increased. 

In an embodiment of the invention, the speed of rotation of the circular disc 
Is greater than the speed of rotation of the arrow pointing to the disc. The 
relatively slow movement of the an-ow permits the anrow to be stopped at the 
desired an-ow panel by means of skill, while the relatively rapid movement of the 

30 disc permits a virtually simultaneous stopping with the disc. 

So that the player can achieve special games with a chance of winning in 
excess of normal play, in addition to the legally prescribed maximum amount of 
money winnings, a further development of the gaming machine acconjing to the 




invention provides that the winning panels of the disc, which are disposed 
adjacent one another in a sector-like manner, are selectively marked with wins in 
respect of special games or money. Consequently, the player has the chance of 
achieving special games or a money win by arresting the rotating an-ow 
5 accordingly. 

So that the arrow rotates in a simple and wear-free manner from the point 
of view of design, according to an advantageous further development of the 
subject-matter of the Invention, the disc is surrounded by illumlnatable arrow 
panels which are associated with the individual winning panels of the disc, 

10 whereby, in order to simulate the rotating arrow - proceeding from an an-ow panel 
which fbnms a starting panel - the subsequent an^ow panels can be illuminated In 
succession. In such a case, in order to increase the entertainment value, the 
starting panel for the rotational movement of the arrow is advantageously 
selectable from the anrow panels, as desired, by means of a button. 

15 An additional, attractive arrangement of the gaming machine according to 

the invention is such that, depending on the occun^ence of different combinations 
of symbols of the rotatable members in the display windows, a variable number of 
an^ows are Illuminated In the arrow panels, such arrows simultaneously rotating in 
a direction opposite to that of the rotating disc due to a step-wise sequence of 

20 illuminating the subsequent arrow panels and, after they and the disc have 

stopped, the arrows mark a conresponding number of winning panels on the disc, 
the wins indicated by the winning panels being allowable as the total winnings. 
Consequently, the more arrows the player obtains, the higher is his chance of 
achieving maximum winnings. The variable number of arrows supplied causes 

25 the player to pursue the course of events in the game with interest, and 

consequently the player is offered considerable entertainment value. Preferably, 
when a predetermined combination of symbols occurs, two opposed arrows are 
illuminated in the arrow panels and, when another predetermined combination of_ 
symbols occurs, four arrows which are disposed in a cross-like an^angement 

30 relative to one another are-illuminated in the an^ow panels. 

The invention will be described further in the subsequent description, by 
way of a sample embodiment, which is shown In the drawings. The drawings 
show: 




Fig. 1 a perspective, front view of a gaming machine according to the 
Invention: 

Fig. 2 an enlarged detailed view of the disc and its associated circle of 
an'ows as illustrated in Fig. 1 but with two an-ows set; 
5 Fig. 3 an enlarged, detailed view of the disc and Its assodated circle of 

arrows as illustrated in Fig. 1 » but with four arrows set; and 

Fig. 4 a block diagram showing the principle of the circuit structure of the 
gaming machine of Fig. 1 . 

The gaming machine 1 has three rolier-like rotatable members 2, 3 and 4 

10 which are each provided with a number of symbols for denoting a win or a loss. 
Oniy the particular portions of the rotatable members 2, 3 and 4 situated inside 
the display windows 5 in the front panel 6 of the housing 7 are visible. Two 
display windows 5. which are disposed one above the other, are associated with 
each of the two outer rotatable members 2 and 4, while the central rotatable 

15 member 3 is merely provided with one display window 5. After the members 2, 3 
and 4 have stopped, the combination of symbols determining a loss or a win 
appears in the display windows 5. A coin indicator 8 and a special game indicator 
9 are provided in the form of electronic displays below the three rotatable 
members 2, 3 and 4, and they indicate the amount of money in credit and the 

20 cunrent number of special games. A coin slot 10 and a coin return button 1 1 are 
disposed above the rotatable members 2, 3 and 4. A pay-out tray 12 and a 
control button 13, which is used to influence - i.e. restart and stop - the individual 
rotatable members 2, 3 and 4. are provided in the lower region of the gaming 
machine 1 . 

25 Furthermore, a circular disc 15, which is rotatable about an axis 14, is 

disposed in the front panel 6 between the rotatable members 2, 3 and 4 and the 
pay-out tray 12. The visible front surface of the disc 15 is divided into sector-like 
winning panels 16 which are disposed directly adjacent one another. The 
individual winning panels 16 are marked with the number of special games which 

30 can be achieved, four, ten, twenty or twenty-five, respectively. Naturally, the 
winning panels 16 may also be marked with money winnings up to the maximum 
legally pemnissible limit. A circle of arrows 17, formed from illuminatable arrow 
panels 18, surrounds the disc 15. Each an-ow panel 18, which points to the disc 



15, is centrally associated with a predetermined winning panel 16, i.e., the 
number of an-ow panels 18 con^esponds to the number of winning panels 16To 
simulate an an"ow 19 rotating around the disc 15. an arrow panel 18, which 
serves as a start panel 20, is illuminated, and subsequently the following arrow 
5 panels 1 8 are illuminated in a stepwise manner in the direction of an-ow 21 ; the 
disc 15 is simultaneously rotating in the direction of arrow 22. The start panel 20 
of arrow 19 may be freely selected by means of a button 23 situated next to the 
pay-out tray 12. By utilizing a stop button 24 which is provided next to the button 
23. it is possible to stop the rotating arrow 19 within the circle of arrows 17 in a 

10 desired an-ow panel 18, wherein the disc 15 stops rotating at the same time. 

If three identical DM symbols appear next to one another in the display 
windows 5 - one of these symbols being shown in the upper display window 5 of 
the left-hand member 4 in Fig. 1 - then the DM amount associated with these 
symbols is won and is indicated in the coin indicator 8. If, however, a combination 

15 of three identical special symbols of a first type appears in the display windows 5. . 
special games may also be won in addition to a sum of money, and such games 
are indicated in the spedal game indicator 9. Special games offer the player a 
greater expectation of winning in that predetermined symbols on the central 
member alone will already produce.a win of 3 DM. If a predetemiined 

20 combination of special symbols of a second type appears - such as three figures 
•7" next to one another on the members 2, 3 and 4, for example - the arrow 19 in 
the starting panel 20 Is set in the drcle of arrows 17. The player may then shift 
the starting panel 20 of the arrow 19 within the circle of endows 18 for a certain 
period of time. Subsequently, the disc 15 is set in rotation in the direction of arrow 

25 22, and the arrow 19 is set in rotation in the direction of an^ow 21, the speed of 
rotation of the disc 15 being greater than the speed of rotation of the arrow 19. By 
means of the stop button 24. the player may now hold the an-ow 19, which 
rotates, through illumination, from arrow paneljo an*ow panel, on any arrow panel 
18 he may want, and the disc 15 is stopped at the same time. The arrow 19 now 

30 points to a predetemilned winning panel 16 of the disc 15; and the special games 
indicated there are now won. 

Upon the appearance of four special symbols of the second type in the 
display windows 5, i.e. upon the appearance of four figures "7" in the display 



windows 5, two opposed arrows 19 are set in the circle of an-ows 17, as 
Illustrated in Fig. 2. The two arrows 19 rotate simultaneously in a direction 
opposite that of the rotating disc within the circle of arrows 17. After the arrows 19 
and the disc 15 have stopped, the arrows 19 point to two winning panels 16 of the 
5 disc 15, and the special games indicated there are added together and 
consequently allowed as the total winnings. 

In the illustration of the disc 15 and Its associated circle of arrows 17, as 
shown in Fig. 3, an anrow arrangement comprising four arrows 19, which are 
disposed In a cross-like arrangement relative to one another, is set in the circle of 

10 anrows 17. The four arrows 19 are then given when, after the rotatable members 
2, 3 and 4 have stopped, five special symbols of the second type appear In the 
display windows 5, i.e. in the present case, the figure can be seen five times 
in the display windows 5. After the four arrows 19 in the circle of arrows 17 have 
finished rotating, and after the disc IS has stopped, the four arrows 19 point to 

15 four associated winning panels 16 of the disc 15. The number of special games 
shown on these four winning panels 16 is added up and indicated to the player as 
total winnings. Consequently, with four set arrows 19 the player can achieve the 
rnaximum number of special games offered by the disc 15. 

The gaming machine 1 is controlled entirely by means of a microcomputer 

20 25. All of the inputs and outputs, such as pulses in respect of coins, rotatable 
member monitoring, disc monitoring and buttons, or information regarding the 
motor for the rotatable members, the disc motor, the lights, the Indicators and the 
pay-out motor, are serially transmitted in order to minimize the number of signal 
lines. Alt of the lights are controlled from a multiplexed light matrix, and the 

25 displays are also multiplexed. In particular, the microcomputer 25 is responsible 
for randomly determining the stopping of the rotatable members 2, 3 and 4 and 
for determining the result in the additional winning game (15, 19), and the 
microcomputer 25 indicates to the player how the course of his game should 
proceed by the use of light and sound effects. 

30 The supply unit 26 is responsible for supplying power to the entire gaming 

machine 1. The required voltages are derived from a mains transformer, rectified 
and made available to the various assemblies. The microcomputer 25 includes a 
writing and reading memory (RAM) as the woricing memory, a penmanent 



memory (ROM) as the program memory with an integrated random generator, 
and additional, necessary components such as, for example, buffers, dock 
generators, shift registers, and the like. In addition, the microcomputer 22 
includes a sound generator together with Its associated AF amplifier. The motor 

5 control 27 supplies the signals necessary for the stepping motors of the rotatable 
members 2, 3 and 4 - such signals being controlled by the microcomputer 25 -* 
and indicates to the microcomputer 25 the synchronization signals from the 
members 2, 3 and 4, such signals being received by a unit 28 for detecting and 
amplifying signals. Furthermore, the motor control 27 is actively connected to the 

10 stepping motor of the disc 1 5. An input/output unit 28 forms the interface for a 
multiplexed light matrix 29 which actuates all of the lights of the gaming machine 
1, even those of the arrow panels 18 of the circle of anx)ws 17. The control 
buttons 30 and all of the Indicators 31 are actuated by the microcomputer 25, or 
respectively their signals are supplied to the microcomputer 25. Moreover, an 

15 assembly 32, which constitutes the complete coin system of the gaming machine 
1, is connected to the microcomputer 25. The assembly 32 serves to adapt the 
coin pulses to the electronics for further processing, for detecting the number of 
coins which have been inserted and still exist in the coin storage, and the 
assembly 32 also supplies the control pulses for the money paying out motors. 

20 

Patent Claims 

1 . A coin-operated gaming machine which offers the prospect of a win, 
25 comprising a plurality of rotatable members, which are provided with symbols 
which detemnine a win or a loss and are associated with display windows, and a 
microcomputer, fitted with a random generator, for controlling the entire course of 
the game, characterized In that, as further rotatable members, arotatable disc 
(15) is provided, which is marked with different winning panels (16), wherein an 
30 an'ow (19) Is oppositely rotatable around the disc (15) around a common axis of 
rotation, and the same number of snap-in positions are provided for the disc (15) 
and the arrow (19), and in that, upon the occun^ence of a predetermined 
combination of symbols of the rotatable members (2, 3, 4) in the display windows 



(5), the disc (15) and the arrow (19) are rotatable and are stoppable virtually 
simultaneously by pressing a stop button (24), and then the win, indicated on the 
disc (15) by the arrow (19), is awarded. 

5 2. The gaming machine according to claim 1 , characterized in that the rotary 
speed of the circular disc (15) Is greater than the rotary speed of the arrow (19) 
pointing to the disc (1 5). 

3. The gaming machine according to claims 1 and 2, characterized in that the 
10 winning panels (16) of the disc (15), which are disposed adjacent one another in 

a sector-like manner, are selectively marked with wins in respect of special 
. games or money. 

4. The gaming machine according to claims 1 to 3, characterized in that the 
15 disc (15) is surrounded by illuminatable arrow panels (1 8) which are associated 

with the individual winning panels (1 6) of the disc (1 5), and in that, in order to 
simulate the rotating anrow (19), proceeding from an an-ow panel (18), which 
forms a start panel (20), the subsequent arrow panels (18) are illuminatable in 
succession. 

20 

5. The gaming machine according to claims 1 to 4, characterized in that the 
starting panel (20) for the rotational movement of the arrow (19) is selectable, as 
desired, from the arrow panels (18) by means of a button (23). 

25 6. The gaming machine according to claims 1 to 5, characterized in that, 
depending on the occunrence of different combinations of symbols of the rotatable 
members (2, 3, 4) in the display windows (5), a variable number of anrows (19) 

^ are illuminated in the anrow panels (18), such anpv/s (19) simultaneously rotating 
in a direction opposite to that of the rotating disc (15) due to a step-wise 

30 sequence of illuminating the subsequent an-ow panels (1 8) arid, after they and 
the disc (15) have stopped, the an'ows (19) mark a corresponding number of 
winning panels (16) on the disc (15), wherein the wins indicated by the winning 
panels (16) are awardable as the total winnings. 



7. The gaming machine according to claim 6, characterized in that, when a 
predetermined combination of symbols occurs, two opposed arrows (19) are 
illuminated in the arrow panels (18). 

8. The gaming machine according to claim 6. characterized in that, when a 
predetermined combination of symbols occurs, four anrows (19) which are 
disposed in a cross-like arrangement relative to one another are illuminated in the 
arrow panels (18). . 
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Description 

The invention relates to a coin-operated gaming machine which offers the 
5 prospect of a win and comprises a plurality of rotatable members which are 
provided with symbols which determine a win or a loss and are associated with 
display windows, and a microcomputer, fitted with a random generator, for 
controlling the entire course of a game. 

A wide variety of such coin-operated gaming machines are known. They 

10 mainly have three rotatable members, which may be In the fonn of rollers or In 
the fomn of discs. The rotatable members have winning symbols on their surface 
which can be perused through display windows from outside. The rotatable 
members are generally stopped in succession and, after all of the members have 
stopped, the combination of symbols appearing in the display windows 

15 determines a win or a loss. This is apparent from a winning diagram provided on 
the front panel of the gaming machine. Specific combinations of symbols give rise 
to a plurality of so-called special games. To increase the chances of winning, 
these special games are games where higher pay-outs are expected in the event 
of a win. 

20 Various measures have already been taken to induce a player to use such 

gaming machines, and to entertain him also during the course of the game and to 
provide him with inducements to continue playing. Many of these gaming 
machines are provided with control means for the player to use, e.g. buttons, 
levers and knobs. These operating means generally affect the movement of the 

25 individual rotatable members. In consequence, the player may be placed in a 
position where he can start one or a plurality of the rotatable members by 
operating such an operating means, e.g. a starting button, whereby the player is 
given the opportunity of actually Influencing the events of the game. Stop buttons 
are also provided to enable the player to hold a rotatable member when it rotates, 

30 thereby giving the player the impression that he can influence the events of the 
game and, hence, the combination of symbols which result during the game. 

Further inducements to play are provided by panels having win-indicating 
means which are accordingly illuminated upon the achievement of a 




predetermined win. To achieve a greater win, in particular during the special 
games, it is necessary to play numerous games. In order to make the game more 
varied, means for introducing risks in the game have been developed which 
pemnit the player to increase the already attained win at the risk of losing. In 
5 addition, gaming machines are known which permit the attainable win to be 
increased without the player suffering any losses. 

With modern gaming machines which are on the mari<et today, the entire 
course of the game - Including determining the win and paying-out the win - is 
electronically controlled by means of a microcomputer which contains a program 

10 corresponding to the particular course of the game. A so-called random generator 
is associated with the microcomputer In order to exclude any mathematical 
inten^elationship in determining wins of subsequent games, so that each result of 
a game is dependent on chance. At the very outset of the rotational movement of 
each Individual rotatable member, the random generator actually detemnines the 

15 symbol which forms a part of the combination of symbols that will eventually fomi, 
and stops the rotatable member when this randomly detemiined symbol is in the 
result position. The control buttons are also linked to the microcomputer and, by 
operating the control buttons, the player is able to influence the course of the 
game as he wants, so that the rotatable members can be restarted or 

20 prematurely arrested in known manner in order to give the player the customary 
entertainment value* 

A gaming machine of the kind mentioned initially is known from 
EP 0 142 371 A2. Furthennore, DE-GM 19 33 352 shows a coin-operated gaming 
machine with a plurality of concentric, rotatable disks, which are provided with 

25 symbols and are held on a common axis. Further, DE>GM 17 92 248 discloses a 
gaming machine in which each rotatable member is designed as an anrow 
rotating in front of symbols, wherein the arrow may be set, during the course of a 
game, to different positions, one after the other, wherein the individual results 
indicated thereby are continuously accumulated and the result is transferred to a 

30 display. Finally, DE 31 01 937 A1 discloses a gaming machine in which the 
symbol panels are fixedly an^anged on a circle-shaped curve and can be 
illuminated by a dot of light that can be switched step by step. 
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The object of the invention is to make, in a gaming machine of the kind 
mentioned initially, the course of the game and the possibilities of winning more 
varied with greater inducements to play in order to increase the entertainment 
value for the player. 

5 According to the invention, this object Is achieved by providing, as further 

rotatable members, a rotatable disc which is mari^ed with different winning 
panels, wherein an anrow is oppositely rotatable around the disc around a 
common axis of rotation, the disc and the arrow having the same number of 
snap-in positions, and by providing that, upon the occurrence of a predetermined 

10 combination of symbols of the rotatable members in the display windows, the disc 
and the arrow are rotatable, and are stoppable virtually simultaneously by 
pressing a stop button, and then the win, indicated on the disc by the arrow, is 
awarded. 

Due to this arrangement of the gaming machine, the player can cleariy 

15 see, when the disc is in its resting state - as is mainly the case - what additional 
wins he can achieve with the occurrence of a predetermined combination of 
symbols. If this combination of symbols now occurs the disc is set in rotation and, 
at the same time, the arrow begins to rotate in the opposite direction. In this case, 
the player can no longer see what win is in what position. The player may then 

20 use the stop button to hold the an-ow in any position he wants. The disc also 
stops when the an^ow stops. The arrow now points to the attained winning panel 
of the disc, and the win marked in this winning panel is now given. Consequently, 
the excitement of the player is constantly increased by the subsequent events 
which may occur within a game in connection with the interplay between the disc 

25 and anx)w, with the result that the inducement to play is also increased. 

In an embodiment of the invention, the speed of rotation of the drcular disc 
is greater than the speed of rotation of the arrow pointing to the disc. The 
relatively slow movement of the arrow permits the anow to be stopped at the 
desired an-ow panel by means of skill, while the relatively rapid movement of the 

30 disc permits a virtually simultaneous stopping with the disc. 

So that the player can achieve special games with a chance of winning in 
excess of normal play, in addition to the legally prescribed maximum amount of 
money winnings, a further development of the gaming machine according to the 
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invention provides that the winning panels of the disc, which are disposed 
adjacent one another in a sector-lilce manner, are selectively marked with wins in 
respect of special games or money. Consequently, the player has the chance of 
achieving special games or a money win by an-esting the rotating arrow 
5 accordingly. 

So that the arrow rotates in a simple and wear-free manner from the point 
of view of design, according to an advantageous further development of the 
subject-matter of the invention, the disc is surrounded by illuminatable arrow 
panels which are associated with the individual winning panels of the disc, 

10 whereby, in order to simulate the rotating arrow - proceeding from an arrow panel 
which forms a starting panel - the subsequent arrow panels can be illuminated in 
succession. In such a case, in order to increase the entertainment value, the 
starting panel for the rotational movement of the arrow is advantageously 
selectable from the an^ow panels, as desired, by means of a button. 

15 An additional, attractive arrangement of the gaming machine according to 

the invention is such that, depending on the occurrence of different combinations 
of symbols of the rotatable members in the display windows, a variable number of 
arrows are illuminated in the arrow panels, such arrows simultaneously rotating in 
a direction opposite to that of the rotating disc due to a step-wise sequence of 

20 illuminating the subsequent arrow panels and, after they and the disc have 

stopped, the anrows mark a con^esponding number of winning panels on the disc, 
the wins indicated by the winning panels being allowable as the total winnings. 
Consequently, the more arrows the player obtains, the higher is his chance of 
achieving maximum winnings. The variable number of arrows supplied causes 

25 the player to pursue the course of events in the game with interest, and 

consequently the player is offered considerable entertainment value. Preferably, 
when a predetermined combination of symbols occurs, two opposed arrows are 
illuminated in the arrow panels and, when another predetermined combination of 
symbols occurs, four arrows which are disposed in a cross-like arrangement 

30 relative to one another are illuminated in the arrow panels. 

The invention will be described further in the subsequent description, by 
way of a sample embodiment, which is shown in the drawings. The drawings 
show: 




Fig. 1 a perspective, front view of a gaming machine according to the 
invention; 

Fig. 2 an enlarged detailed view of the disc and its associated drde of 
an-ows as illustrated in Fig. 1 but with two arows set; 
5 Fig. 3 an enlarged, detailed view of the disc and its associated circle of 

an-ows as illustrated in Fig. 1, but with four anrows set; and 

Fig. 4 a block diagram showing the principle of the circuit structure of the 
gaming machine of Fig. 1. 

The gaming machine 1 has three roller-like rotatable members 2, 3 and 4 

10 which are each provided with a number of symbols for denoting a win or a loss. 
Only the particular portions of the rotatable members 2, 3 and 4 situated inside 
the display windows 5 in the front panel 6 of the housing 7 are visible. Two 
display windows 5. which are disposed one above the other, are associated with 
each of the two outer rotatable members 2 and 4, while the central rotatable 

15 member 3 is merely provided with one display window 5. After the members 2, 3 
and 4 have stopped, the combination of symbols determining a loss or a win 
appears in the display windows 5. A coin indicator 8 and a special game indicator 
9 are provided in the form of electronic displays below the three rotatable 
members 2, 3 and 4, and they indicate the amount of money in credit and the 

20 current number of special games. A coin slot 10 and a coin return button 11 are 
disposed above the rotatable members 2, 3 and 4. A pay-out tray 12 and a 
control button 13, which is used to influence - i.e. restart and stop - the individual 
rotatable members 2, 3 and 4, are provided in the lower region of the gaming 
machine 1. 

25 Furthermore, a circular disc 15, which is rotatable about an axis 14, is 

disposed in the front panel 6 between the rotatable members 2, 3 and 4 and the 
pay-out tray 12. The visible front surface of the disc 15 is divided into sector-like 
winning panels 16 which are disposed directly adjacent one another. The 
individual winning panels 16 are marked with the number of special games which 

30 can be achieved, four, ten, twenty or twenty-five, respectively. Naturally, the 
winning panels 16 may also be marked with money winnings up to the maximum 
legally permissible limit. A circle of an-ows 17, formed from illuminatable arrow 
panels 18, surrounds the disc IS. Each an^ow panel 18, which points to the disc 




15, is centrally associated with a predetermined winning panel 16, i.e., the 
number of arrow panels 18 corresponds to the number of winning panels 16To 
simulate an arrow 19 rotating around the disc 15, an arrow panel 18, which 
serves as a start panel 20, is illuminated, and subsequently the following arrow 
5 panels 18 are illuminated in a stepwise manner in the direction of anrow 21; the 
disc 15 is simultaneously rotating in the direction of arrow 22. The start panel 20 
of arrow 19 may be freely selected by means of a button 23 situated next to the 
pay-out tray 12. By utilizing a stop button 24 which Is provided next to the button 
23, it is possible to stop the rotating arrow 19 within the circle of arrows 17 in a 

10 desired arrow panel 18, wherein the disc 15 stops rotating at the same time. 

If three identical OM symbols appear next to one another in the display 
windows 5 - one of these symbols being shown in the upper display window 5 of 
the left-hand member 4 in Fig. 1 - then the DM amount associated with these 
symbols is won and is indicated in the coin indicator 8. If. however, a combination 

15 of three identical special symbols of a first type appears in the display windows 5, 
special games may also be won in addition to a sum of money, and such games 
are indicated in the special game indicator 9. Special games offer the player a 
greater expectation of winning in that predetennlned symbols on the central 
member atone will already produce a win of 3 DM. If a predetermined 

20 combination of special symbols of a second type appears - such as three figures 
"7" next to one another on the members 2, 3 and 4, for example - the arrow 19 in 
the starting panel 20 Is set in the circle of arrows 17. The player may then shift 
the starting panel 20 of the arrow 19 within the circle of arrows 18 for a certain 
period of time. Subsequently, the disc 15 is set in rotation in the direction of an^ow 

25 22, and the arrow 19 is set in rotation in the direction of arrow 21, the speed of 
rotation of the disc 15 being greater than the speed of rotation of the arrow 19. By 
means of the stop button 24, the player may now hold the arrow 19, which 
rotates, through illumination, from arrow panel to arrow panel, on any arrow panel 
18 he may want, and the disc 15 is stopped at the same time. The arrow 19 now 

30 points to a predetermined winning panel 16 of the disc 15, and the special games 
indicated there are now won. 

Upon the appearance of four special symbols of the second type in the 
display windows 5, i.e. upon the appearance of four figures *7" in the display 
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windows 5. two opposed arrows 19 are set in the circle of arrows 17, as 
illustrated In Fig. 2. The two arrows 19 rotate simultaneously in a direction 
opposite that of the rotating disc within the circle of arrows 1 7. After the arrows 19 
and the disc 15 have stopped, the arrows 19 point to two winning panels 16 of the 
5 disc 15. and the special games indicated there are added together and 
consequently allowed as the total winnings. 

In the illustration of the disc 15 and its associated circle of arrows 17, as 
shown in Fig. 3, an arrow arrangement comprising four an-ows 19. which are 
disposed in a cross-like arrangement relative to one another, is set in the drcle of 

10 arrows 17. The four arrows 19 are then given when, after the rotatable members 
2, 3 and 4 have stopped, five special symbols of the second type appear In the 
display windows 5, i.e. in the present case, the figure "7" can be seen five times 
in the display windows 5. After the four arrows 19 in the circle of arrows 17 have 
finished rotating, and after the disc 15 has stopped, the four an^ows 19 point to 

15 four associated winning panels 16 of the disc 15. The number of special games 
shown on these four winning panels 16 Is added up and indicated to the player as 
total winnings. Consequently, with four set arrows 19 the player can achieve the 
maximum number of special games offered by the disc 15. 

The gaming machine 1 1s controlled entirely by means of a microcomputer 

20 25. All of the inputs and outputs, such as pulses in respect of coins, rotatable 
member monitoring, disc monitoring and buttons, or information regarding the 
motor for the rotatable members, the disc motor, the lights, the indicators and the 
pay-out motor, are serially transmitted in order to minimize the number of signal 
lines. All of the lights are controlled from a multiplexed light matrix, and the 

25 displays are also multiplexed. In particular, the miaocomputer 25 is responsible 
for randomly detemnining the stopping of the rotatable members 2, 3 and 4 and 
for determining the result in the additional winning game (15, 19), and the 
microcomputer 25 indicates to the player how the course of his game should 
proceed by the use of light and sound effects. 

30 The supply unit 26 is responsible for supplying power to the entire gaming 

machine 1. The required voltages are derived from a mains transformer, rectified 
and made available to the various assemblies. The microcomputer 25 includes a 
writing and reading memory (RAM) as the worthing memory, a permanent 
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memory (ROM) as the program memory with an integrated random generator, 
and additional, necessary components such as, for example, buffers, clock 
generators, shift registers, and the like. In addition, the microcomputer 22 
includes a sound generator together with its associated AF amplifier. The motor 
5 control 27 supplies the signals necessary for the stepping motors of the rotatable 
members 2, 3 and 4 - such signals being controlled by the microcomputer 25 - 
and indicates to the microcomputer 25 the synchronization signals from the 
members 2, 3 and 4, such signals being received by a unit 28 for detecting and 
amplifying signals. Furthermore, the motor control 27 is actively connected to the 

10 stepping motor of the disc 15. An input/output unit 28 forms the interface for a 
multiplexed light matrix 29 which actuates all of the lights of the gaming machine 
1. even those of the arrow panels 18 of the circle of arrows 17. The control 
buttons 30 and all of the indicators 31 are actuated by the microcomputer 25, or 
respectively their signals are supplied to the microcomputer 25. Moreover, an 

15 assembly 32, which constitutes the complete coin system of the gaming machine 
1, is connected to the microcomputer 25. The assembly 32 serves to adapt the 
coin pulses to the electronics for further processing, for detecting the number of 
coins which have been inserted and still exist in the coin storage, and the 
assembly 32 also supplies the control pulses for the money paying out motors. 

20 

Patent Claims 

1 . A coin-operated gaming machine which offers the prospect of a win, 
25 comprising a plurality of rotatable members, which are provided with symbols 
which determine a win or a loss and are associated with display windows, and a 
microcomputer, fitted with a random generator, for controlling the entire course of 
the game, characterized In that, as further rotatable members, a rotatable disc 
(15) is provided, which is marked with different winning panels (16), wherein an 
30 arrow (19) is oppositely rotatable around the disc (15) around a common axis of 
rotation, and the same number of snap-in positions are provided for the disc (15) 
and the arrow (19), and in that, upon the occurrence of a predetemriined 
combination of symbols of the rotatable members (2, 3, 4) in the display windows 
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(5), the disc (15) and the arrow (19) are rotatable and are stoppable virtually 
simultaneously by pressing a stop button (24), and then the win. Indicated on the 
disc (15) by the arrow (19), is awarded. 

2. The gaming machine according to claim 1 , characterized in that the rotary 
speed of the circular disc (IS) is greater than the rotary speed of the an^ow (19) 
pointing to the disc (15). 

3. The gaming machine according to claims 1 and 2, characterized in that the 
winning panels (16) of the disc (15), which are disposed adjacent one another in 
a sector-like manner, are selectively marked with wins in respect of special 
games or money. 

4. The gaming machine according to claims 1 to 3. characterized in that the 
disc (15) is surrounded by illuminatable anrow panels (18) which are associated 
with the individual winning panels (16) of the disc (15), and in that, in order to 
simulate the rotating arrow (19). proceeding from an arrow panel (18), which 
forms a start panel (20), the subsequent an^ow panels (18) are illuminatable in 
succession. 

5. The gaming machine according to claims 1 to 4, characterized in that the 
starting panel (20) for the rotational movement of the arrow (19) is selectable, as 
desired, from the arrow panels (18) by means of a button (23). 

6. The gaming machine according to claims 1 to 5, characterized in that, 
depending on the occurrence of different combinations of symbols of the rotatable 
members (2, 3, 4) in the display windows (5). a variable number of arrows (19) 
are illuminated in the arrow panels (18), such an'ows (19) simultaneously rotating 
in a direction opposite to that of the rotating disc (15) due to a step-wise 
sequence of illuminating the subsequent arrow panels (18) and, after they and 
the disc (15) have stopped, the arrows (19) mark a corresponding number of 
winning panels (16) on the disc (15), wherein the wins indicated by the winning 
panels (16) are awardable as the total winnings. 



7. The gaming machine according to claim 6. characterized in that, when a 
predetennined combination of symbols occurs, two opposed arrows (19) are 
illuminated in the arrow panels (18). 

8. The gaming machine according to claim 6, characterized in that, when a 
predetennined combination of symbols occurs, four arrows (19) which are 
disposed in a cross-like arrangement relative to one another are illuminated in the 
arrow panels (18). 
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